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YOUR GUIDE TO GAMING IN MIDDLE-EARTH 


The long wait is finally over! The Return of the King opens in just a few 
short weeks, and we'll all get to see the culmination of Peter Jackson's epic 
adaptation of The Lord of the Rings trilogy. Whatever nitpicking you, I, or 
anyone else have done about the films, they have undeniably defined how a 
new generation will view J.R.R. Tolkien’s work. They've also made the story 
accessible to a much wider audence — including members who simply don't 
yet have the reading skills necessary to get through the original books. Like my 
4-year-old niece, for example. 


Samantha’s seen both movies, via the wonders of home video, and while 
she’s still mastering some basic skills like writing letters of the alphabet so that 
they can be deciphered by another human being, she knows all the major 
players in the story and will, if allowed, gladly provide her fellow viewers with 
helpful reminders. (“That's Air-a-gorn. He’s gonna marry Ar-wen.”) Her favorite 
character is Gimli, and she greatly enjoys “helping” her older siblings play their 
Lord of the Rings videogames — either assuming the dwarven warrior’s role 
when they graciously allow her to participate or by coaching from the sidelines. 
“Don't forget to pick that up! Now go the other way. Get the Orc! Get the Orc!” 
— you get the idea. 


Now you're probably feeling really sorry for her older sibs, but the fact is, 
most of what she knows about the characters and the story she learned from 
them, because all the kids (not to mention their parents) are genuinely inter- 
ested in the world of Middle-earth, and they’ve enjoyed sharing their interest 
with others. The movies are something they can enjoy as a family. Decipher’s 
trading-card game has given the older kids something else to enjoy, as have 
several of the other LotR games of varying types. This year, there are even some 
new Lord of the Rings games that are reaching out to a wider — and in some 
cases, younger — audience, as well. Which gives fans of the books and the 
movies even more ways to share their mutual enjoyment Tolkien's works. 


So while we're waiting for Dec. 17 to get here ... 
... let's play a game! 


Joyce Greenholdt 
E-MAIL: scryemail@krause.com 
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A New ADVENTURE FOR 
OUR Mare HosslirtTs 


J.R.R. Tolkien’s 
Lord of The Rings® 


An adventure for kids 6 and up. 


Now kids can experience the fun & excitement of the 
Lord of the Rings by having their own adventures in 
Middle Earth. During the game, players move their 
Hobbits through Middle Earth, overcoming obstacles 
and braving encounters with fantastic creatures. The 


first player to move their hobbit safely to Mount Doom 
wins the game. 
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Features: 
¢ Simple, fun gameplay for kids 6 and up 


¢ Artwork by the internationally acclaimed children’s book 
illustrators Ingrid and Dieter Schubert 


¢ Designed by award-winning author Reiner Knizia 
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Register online for the open beta test and join the 
thousands of people who are playing The Lord of The Rings 


TCG online and changing Middle-earth as we know it. 


WORLDWIDE. ANYTIME. ONEINE. 
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DROS WWIVIONUGD aremes 
tae LOINYA\YAS MIDDLE: EARTH. 


Come find a game any time of day or night with opponents from all around the world. Not familiar with The Lord of 

the Rings TCG? Don’t worry! There will be a playable tiftorial to getwyou started. With a customizable user interface, 

easy and secure trading, and online tournament support, The Lord of the-Rings Online TCG has everything you need so 
THE that you can play at any level, at any time. Sign up online now to receive news, developing 


information, and special offers from The Lord of the Rings Online TCG. 
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by Tom Matthews 


itting in Sabertooth Games’ 
. Seattle office on a rainy October 

day, it was easy to see that the 
staff loves games. Sketches line the 
walls, and dice are as common as 
paper clips. “I love the smell of new 
cards in the morning,” said lead 
designer Ryan Miller . “It’s the smell of 
victory.” 

Misquotes notwithstanding, Miller’s 
been designing games since he was 
13, when his mother warned him 
against the dangers of Dungeons & 
Dragons. “I wasn’t allowed to buy any 
of the books,” he recalled, “so I made 
up the games on my own.” 

Miller has been the lead designer 
for Sabertooth Games for 2 1/2 
years now, and he’s only getting 
started. “The Lord of the Rings TMG 
was a great challenge.” he said “I 
had to take my collectible card game 
experience and translate it to the 
tabletop.” It wasn’t as easy as he 
thought. “Card-game rules are finite, 
but on the tabletop, anything can 
happen. I’m still occasionally sur- 
prised by a question a player will 
pose, and I'll think ‘Yeah, that prob- 
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One game fo rule them all... 
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ably should have been 
covered.’ Then I flog myself.” 
No game is designed in a vac- 
uum, and this game is no excep- 
tion. “I took a look at some of the 
other games that are out there and 
listed some of the things that both- 
ered me about them — the long play 
time, the small armies, and the way 
the warriors’ stats decreased as they 
took damage, to name a few — and 
set to work.” 
And work he did. After my 
first few games, I was struck 
by how quickly and 
smoothly things went. 
Playing against the game’s 
designer was a little daunt- 
ing, but Miller reassured me: 
“I have the Game Designer's 
Curse,” he explained. “It keeps 
me from winning the games I 
design. When I start beating peo- 
ple at my own games, | start to 
worry!” 
If that’s the litmus test, then he 
should start worrying. He trounced me 
four games to one. In my one win, I 
got lucky and snatched a “Frodo victo- 
ry.” Frodo is a risky hero to play, 
because if you lose him, you lose the 
game! The flip side is that if you can 
manage to sneak him off of your 
enemy’s side of the map, you win, 
which is how I was able to best the 
designer at his own game. It’s a cool 
way to add flavor to the game. 
The standard way to win is to 
reduce your enemy’s army to half 
of its starting strength or 
less, and is one of the 
reasons gameplay is fast. 
You never get to that 
part of chess where 
each army has only 
one piece left — bat- 
tles are often decided 
by one or two key combats. 
Even though I was 
thoroughly beaten, I 
was pleased with 
the outcome. It 
showed that player 
skill matters more 
than the luck of 
the dice. 
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GO INSIDE THE LORD 
OF THE RINGS TMG 





Such a little thing. I've been a 
Lord of the Rings fan since my father 
loaned me his weathered copy of The 
Hobbit. And even though I didn’t write 
it, I admit to having “paternal” 
instincts whenever a new game comes 
out based on it. It’s like I want to 
make sure that such a treasure gets a 
good home. “I did a lot of work in the 
early stages,” Miller said, “to make 
sure the game ‘felt’ like The Lord of the 
Rings. In the end, I decided that the 
basic framework of the game should 
focus on battle, and the special abili- 
ties would bring out the flavor.” 

Checking out the various heroes 
and their special abilities, I could see 
what he meant. Boromir, for instance, 
is one of the few warriors with the 
Courage special ability. It means that 
the turn he is reduced to zero 
wounds is not his last — he gets to 
fight on for one more turn. Images of 
Boromir bravely fighting on, even 
with four arrows in his chest, instant- 
ly came to mind. 

The most extensive special rule, of 
course, involves The One Ring. “I find 
the idea of an invisible model pretty 
cool, but executing the idea took some 
time,” Miller recalled. “I messed 
around with some hidden-movement 
rules, but it seemed to be more trouble 
than it was worth. In the end, I went 
with a smoother, simpler system.” 

Basically, while Frodo wears The 
Ring, he can move around without 
penalty, and can only be attacked 
by Ringwraiths. There is a down- 
side, though, represented by the 
struggle roll. If he fails this 
important roll, he can’t 
move that turn and 

loses one wound to 

the black breath. 

Wearing The One 
Ring is always a risk, 
but it can pay off if 
you get Frodo off 
the map. 

In the end, I 
decided that the 
game really does 

capture the feel of 

The Lord of the 

Rings. The look of 
the models, the flow 


of game play, everything con- 
tributed to a satisfying Lord of 

the Rings experience. And I have 

to give kudos to any game that fea- 
tures frying-pan-wielding hobbits! 


“3-D cards.” So how does a com- 
pany like Sabertooth Games, known 
for collectible card games, make the 
move to miniatures? “It wasn’t that 
big a leap,” said Miller. “A tradeable 
miniatures game is a lot like a 
CCG, only with 3-D cards.” Putting 
together my first army, I could see 
what he meant. It felt like I was 
building a deck, as I considered 
different warriors to fill different 
roles, and how my special abilities 
would combine. 

The CCG feel extends to the 25 
special abilities in the base set. 
They're divided into five categories, 
based on what part of the turn they 
affect, so they’re really not that hard 
to remember. Combos and dirty tricks 
abound, such as using Magical Force 
to move an enemy warrior out of con- 
tact with one of your warriors and giv- 
ing your warrior a free attack against 
it. “That raised a few eyebrows with 
the playtesters,” Miller said. “They 
thought it was cheating.” In war, 
there’s often a fine line between 
“cheating” and good strategy. 

A veteran designer with two pub- 
lished CCGs, Miller takes the col- 
lectible aspect very seriously. “I didn’t 
want the coolest characters to be 
impossible to find,” he said. To that 
end, there are two versions of each 
hero: one that costs fewer points and 
has fewer abilities, but is easier to 
find, and another that has more power 
but costs more points and is harder to 
find. “That way, if someone wants to 
play Gimli, they won't have too much 








trouble finding one.” 

So will the best armies contain lots 
of ultra-rares? “I doubt it very much,” 
Miller said. “The rarer models are on 
the high end of the point-cost spec- 
trum, so filling your army with them 
will mean that you should only get 
three to six warriors. It’s very hard for 
a small army like that to beat a more 
balanced army of 12 to 20 warriors.” 

There are some cool ultra-rares, 
though. Gandalf the Grey’s ultra-rare 
version is currently the most expensive 
warrior in the game, weighing in at a 
whopping 680 points. He probably 
won't make his way into many stan- 
dard 1000-point games, but he’s a 
monster on the battlefield, as he 
should be! “In playtesting, we dubbed 
him the ‘battle platform’ because of his 
Arrow Flurry and Crack Shot abilities,” 
Miller said, “which basically let him 
walk around the board shooting peo- 
ple.” The standard rules don’t allow 
shooting and moving in the same turn, 
but Crack Shot gets around that rule. 
Arrow Flurry doubles Gandalf's shots 
to 10, and lets him shoot at any num- 
ber of targets. 


Tournaments, tournaments, 
tournaments. While I was there, the 
folks at Sabertooth Games had a 
Lord of the Rings staff tournament in 
which I was fortunate enough to par- 
ticipate. While I didn’t win, I do have 
the distinction of being the only 
player to defeat Jason Dawson's 
“arrows a-flyin’ ” army, which went 
on to win the tournament. All in all, 
it was a lot of fun, and it showed me 
how well the game functions in a 
tournament environment. 

Many tabletop miniatures games 
have a fudge factor, which means that 
sometimes models that can only move 
6" are sometimes “accidentally” moved 
a little more, and models that should- 
n't have a line of sight to a particular 
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target end up being able to shoot 

at it anyway. While this accepted 

by most tabletop wargamers as 

part and parcel of the game, CCG 
players (myself included) demand 
more precision. 

The Lord of the Rings TMG handles 
this aspect nicely, starting with the 
beautifully rendered hex map. With 
this, arguments about line-of-sight are 
over, and there’s no fudge factor on 
movement because it’s simply not pos- 
sible. It also speeds up gameplay 
tremendously, something that is 
imperative in tournaments. Lastly, it’s 
about 2' x 2’, so it fits perfectly on the 
average CCG table. 

The folks at Sabertooth took pains 
to ensure that the game held up well 
in tournament play. “First of all, the 
game had to take less than an hour to 
play,” Miller explained, “and it had to 
have a comprehensive rules manual.” 
Since rules manuals are not the best 
way to learn how to play the game, the 
Tournament Rulebook can be down- 
loaded for free at the company’s web- 
site, www.sabertoothgames.com. The 
standard rulebook in the starter set is 
enough to teach the game, so the 
Tournament Rulebook is used to 
answer specific rules questions, and 
provides several clarifications to the 
main rulebook. “It’s also what we call 
a ‘living’ document,” Miller continued, 
“so players will be able to give feed- 
back and affect future versions.” 

Finally, nothing drives tournaments 
like free stuff! Sabertooth has made 
several exclusive models to be given 
out as free tournament support. “As 
long as the tournament is sanctioned 
on our website three weeks in 
advance,” Miller explained, “we'll send 
out a free tournament kit, including 
some exclusive models.” S 
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“The board is set, the pieces are 
moving. We come to it at last — the 
great battle of our time.” 

— Gandalf, The Return of the King 


The base set of Sabertooth Games’ 
Lord of the Rings Tradeable Miniatures 
Game contains 120 pre-painted 40mm 
models depicting the major characters 
from the Fellowship of the Ring and 
The Two Towers movies. All of the fel- 
lowship is here, from Frodo to Aragorn 
to Legolas. There are also a host of 
your favorite good and evil characters, 
including Saruman, Arwyn, Lurtz, and 
Elrond. There are plenty of soldiers for 
them to lead, like the Moria Goblins 
and Uruk-hai for the forces of Shadow 
or the stalwart Gondorian Warriors 
and Lothlorien Elves for the Free 
Peoples of Middle-earth. 


JOIN THE BATTLE! 


tages. Most miniatures games use 
models in the 25-30mm range, so 
these models stand, literally, head and 
shoulders above the competition! This 
has allowed the expert sculptors at 
Games Workshop to add a level of 
detail previously unknown in tradeable 
miniatures games. 

The models are painted using a 
combination of hand painting and 
mechanical process. This means you 
get an amazing level of detail, with a 
minimum of “bleed.” From Aragorn’s 
five-o’clock shadow to the golden 
lines of Legolas’ quiver, the paint 
detail is excellent. 

How does it play? Using Saber- 
tooth’s Combat Hex system, play is 
fast and bloody. Standard games last 
about 30 to 45 minutes and involve 
around 12 to 20 warriors per side. 


Understanding Lord of the Rings TMG 


ing battles without giving up your 
entire evening for a single game. 

As its name implies, the Combat 
Hex system is played on a hex map. 
This means there are no arguments 
about movement or line-of-sight, and 
it speeds up play tremendously. You 
get one two-sided map with the starter 
set, and there are four more maps due 
out in December. 

Where can I get some? The first 
place to look is your local game store. 
They should also have information on 
Sabertooth’s tournament program, 
which includes exclusive models and 
lots of opponents. You can get a list of 
local retailers at Sabertooth’s website: 
www.sabertoothgames.com. You can 
also find resources, downloads, and 
forums so you can interact and even 
trade with players from around 


Their large size offers many advan- 


Base analysis: Aragorn 


A Movement Points. How fast Aragorn moves across 
the map. 


B Toughness. How hard it is to damage Aragorn. 
C Attacks. How many dice Aragorn rolls in combat. 


D Rarity symbol. Some models are harder to find than 
others. This version of Aragorn is ultra rare. 


E Collector number. This number is just there to help you 
organize your collection. The two letters before the num- 
ber tell you what set the model is from. This version of 
Aragorn is #98 in the Base Set. 


F Unique number. Aragorn is unique number 1, and this 
means you can’t have another model in your army with 
unique number 1. This keeps unscrupulous types from 
making a whole army out of Aragorns! 


G Point cost. This version of Aragorn costs 400 points. 
Since you field a 1,000-point army in a standard game, 
he’s pretty hefty! 

H Faction. The leaf symbol tells us Aragorn is one of the 
good guys. As if we didn’t know! 


I Special Abilities. These are Aragorn’s special skills — 
more on those later. 


J Wounds. How much damage Aragorn can take before 
he falls. 


K Action points. How many action points (APs) Aragorn 
can use during a battle. APs do not get replenished dur- 
ing the game, so use them wisely! 


Looking at Aragorn’s base, we can see that he’s quite 
powerful, with five attacks, five toughness and five 
wounds. He’s even more powerful when you look at his 
special abilities. He has three of them, as you can see on 
his base. Each symbol tells you which ability it is, and 
the number inside the symbol is that ability’s action 


This allows you to fight some satisfy- 
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point cost. 

His first ability (the four arrows in four directions) is 
called Berserk. This gives Aragorn +1 attack for each 
enemy in an adjacent hex. So if you get him in the thick 
of things, he could get up to +6 attacks. 

Next is Armor (the helmet symbol), which allows him to 
ignore one wound per turn. Coupled with his toughness 
of five, Aragorn is hard to get rid of! 

Finally there’s Battle Awareness (the four arrows 
with the circle in the center). This means that he can 
attack any enemy, not just enemies to his front, as is 
normally allowed. 

All of this means that Aragorn is best used by having 
him wade into the thick of the enemy’s ranks, causing as 
much damage as possible — as the King of Men should 
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MAGNIFICENT LANDSCAPES .. 
THE MONTY CLASHING ARMIES... THE 
LEGENDARY BEAUTY OF THE LAND, 
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STRATEGY BATTLE GAME 


by Tim Huckleberry 


Public Relations 
Games Workshop 





The Lord of The Rings Strategy 
Battle Game from Games Workshop 
allows players to relive the excitement 
of the motion pictures. All that’s need- 
ed is an opponent, a handful of dice, a 
flat surface to play on, and, of course, 
some of The Lord of the Rings minia- 
tures, and a new player is ready to 
take his or her first steps into the 
hobby of miniatures gaming. 


Drums in the deep 

Shadow and Flame is a full-color 
48-page supplement book out now, 
thrilling not only fans of The Lord of 
the Rings Strategy Battle Game but 
also lovers of the classic books them- 
selves. The first in a series of supple- 
ments which will take the action 
beyond the epic films and into the 
original trilogy of books by J.R.R. 
Tolkien, Shadow and Flame allows 
players experience a new depth to the 
hobby with new characters, new 
forces, and new battle scenarios. 

The book is divided into two 
main parts, starting with the 
ancient Dwarf realm of Moria. 
Here players learn its history, 
with a detailed map showing 
the path of the Fellowship 
through the underground 
kingdom. The expedition 
of Balin and his quest to 
reclaim this kingdom from 
the foul Moria Goblins is a 
main part of Shadow and 
Flame, with new forces and 
characters such as Balin’s 
Dwarves and the dread 
Goblin King. 

The second 
part contains P 
three appendices, fats re, ti 
each adding to . 
the game many 
of the favorite 
characters and scenes 


beloved by readers of The Fellowship of 
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Middle-earth to life 


the Ring. First, players discover the 
Barrow-downs, home to dark spectral 
powers that threaten the four Hobbits 
on their way to Bree. The second 
focuses on Rivendell and its Elven 
heroes, and the third addresses new 
magical forces in Middle-earth, includ- 
ing the evil shamans of the goblins 
and Uruk-hai. Players will receive 
rules for such characters as the pow- 
erful wizard Radagast the Brown, Tom 
Bombadil of the Old Forest and the 
river-daughter Goldberry, Glorfindel 
the Elf, and the twin sons of Elrond: 
Elladan and Elrohir. 
































Happy Return 

The Battle of Helm’s Deep is over, 
but the battle for Middle-earth has 
just begun! 

Following on The Fellowship of the 
Ring and The Two Towers tabletop 
battlegames, The Return of the King (in 
stores now) mirrors the events of the 
upcoming film. It will take players 
through the key events of the movie, 
such as the fighting at Minas Tirith, 
the battle at the Black Gates of 
Mordor, and the culmination of 
Frodo’s quest to destroy the Ring. Just 


as the film raises the action to new 
heights, the action in the game also 
rises with the inclusion of new rules, 
warriors, and scenarios. 

The Return of the King adds greater 
depth and detail to the previous 
games, with 12 new scenarios that 
allow players to re-create the events of 
the third film. The 176-page, full-color 
rulebook also includes a comprehen- 
sive forces section that gives players 
all the information needed to field war- 
riors from any of the films. From older 
characters like Isuldur to newer ones 
like the Mouth of Sauron, from the 
noble High Elves to the brutish 
Mordor Trolls, players will now be able 
to draw on an incredible variety of 
characters, warriors, and monsters for 
their armies. The rulebook also 
includes The War of the Ring, a special 
section presenting an additional five 
scenarios covering the great battles 
raging throughout Middle-earth. 


Exciting new miniatures 

Over the coming months, Games 
Workshop will be releasing many fan- 
tastic new models for the game. From 
Aragorn the King to the twisted 
Gorbag, from the Knights of Gondor to 
the Mordor Uruk-hai, players will get a 
wide variety of new miniatures to add 
extra depth to their armies. New war- 
riors such as the Eastlerlings, mon- 
strous characters such as Shelob, and 
heroes such as Denethor will arrive to 
bolster forces on both sides. The new 
game itself will come with great new 
plastic models, including 24 plastic 
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Mordor Orcs and 24 Warriors of Minas 
Tirith. Players also get new plastic 
scenery, evocative of the unique 
appearance of Middle-earth as seen in 
the motion pictures. 


Other treasures 

Two new Starter Paint Sets will be 
coming out in November as well, each 
with six starter paint pots, 12 Mordor 
Orcs or Warriors of Minas Tirith, a 
paint brush, and a painting guide. 
These are great introductory products 
for people who want try out the minia- 
tures hobby, as they come with every- 
thing needed in one box. 

The Heroes of the West comes with 
new models of Aragorn, Eomer, 
Gandalf, Faramir, Legolas, Gimli, 
Eowyn, Merry, and Pippin — the last 
three all in armor. These stalwart 
defenders stand against the forces of 
Mordor in the battle to protect the 
White City and the hope of all Middle- 
earth. This set of characters for The 
Return of the King is sure to be popular 
with players and collectors alike. 

The Ruins of Middle-earth scenery 
collection evokes the strong imagery of 
the motion pictures. The ruined build- 
ings, fallen statues, and building 
columns of forgotten ages contained in 
the new plastic set reinforce the fact 
that these games are set in Middle- 
earth and nowhere else. And this is 
just the start — there are many more 
releases coming after the launch, 
including the huge plastic Mamakil 
(“Oliphants” to all you Hobbits). 

Following in March will be The Siege 
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of Gondor, the second of Games 
Workshop’s supplements for The Lord 
of the Rings Strategy Battle Game. This 
64-page book will augment the rules 
with sieges, war machines, and more, 
reflecting the kind of large-scale battles 
seen in The Return of the King. Players 
will also get new characters and war 
machines for the forces of Gondor and 
Mordor. This promises to be an invalu- 
able supplement for gamers looking to 
expand their armies beyond small skir- 
mishes into larger-scale battles. 

Future supplements will provide 
even more for players, also drawing on 
the literary works in the same manner 
as Shadow and Flame. Games 
Workshop’s monthly hobby magazine, 
White Dwarf, will also feature painting 
and modeling advice, along with new 
scenarios and gaming material to fur- 
ther expand the game. 

In January, the third annual The 
Lord of the Rings National Painting 
Competition starts up, and The War of 
the Ring, our national campaign for 
The Lord of the Rings, will kick off in 
March. 

With the release of The Return of the 
King Tabletop Battlegame and associat- 
ed releases, players are seeing just the 
third installment in The Lord of the 
Rings Strategy Battle Game. Though 
the third film brings the epic trilogy to 
a conclusion, it’s still the beginning for 
The Lord of the Rings Strategy Battle 
Game. Players can be assured that 
they can look forward to great products 
for miniatures gaming in Middle- & 


earth for many years to come! 
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German game designer Reiner 
Knizia is best known for complex 
strategy games, like Tigris and 
_ Euphrates and Samurai. So it comes 
as a bit of a surprise that he would 
design a kids’ game based on The 
_.. Lord of the Rings. Kids love spinners, 
dice, and randomness; Knizia’s 
designs focus on logic, strategy, and 
order. On the surface, this sounds 
like mixing peanut butter and choco- 
late in hopes of making caramel, but 
somehow the mixture works in the 
/ new The Lord of the Rings game from 
Eagle Games. 

The game paints a friendly and 
wholesome picture of the story, 

, touched with a child’s cartoonish 
vision of the perils awaiting the 
; * Hobbits. Inside the box, you find 
a large, easy-to-handle components that 
work great with younger players. Use 

. 4 the basic set of rules with younger 

“ © kids (ages 6 and 7), and the advanced 
‘ rules with older kids. 

Like the story, the game follows the 
, Hobbits’ trek from Hobbiton to Mount 
Doom. To win, you must defeat 
Sauron and his flying Nazgul at 

. Mount Doom. Along the way, you 
meet up with friends like Aragorn and 
Bill the Pony, and encounter such 
enemies as Gollum and the Orcs. 

As with any journey, getting there 
is half the fun. Multiple paths lead 
‘ from place to place around the board, 

giving players a lot of leeway over how 
| to proceed. If players prefer to seek 
out encounters to gain friends and 
defeat enemies, they can do that. If 
: they'd rather race straight to Mount 
» Doom and confront Sauron, they can 
do that, too. 
, On your turn, you roll a custom 
) die, numbered from two to five, plus 
one face showing the dreaded Flying 
Nazgul. If a player rolls the Flying 
Nazgul symbol on the die, she can 
move a Flying Nazgul piece from any 














‘ encounter spot to any other, and then 
4 roll again. Flying Nazgul make 
“ka encounters harder, because the player 
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4 must deal with them before overcom- 


Number of players: Two to five 
Designed for ages: 6 and up 
Learning curve: Easy 

Playing time: 10-25 minutes 
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Eagle Games © www.eaglegames.net ® Available now * $29.99 





ing the encounter itself. 

If a player rolls a number on the 
die, she moves her Hobbit up to that 
number of spaces (or not at all). When 
a Hobbit ends his move next to an 
encounter location, the player can 
engage the encounter in the hope of 
winning it and passing through to the 
other side of the space, shortening the 
journey to Mount Doom. A player can 
also bypass a particular encounter by 
staying on her side of the space and 
continuing down a longer path. 

Players resolve encounters with a 
large, four-section spinner. The first 
section shows Sauron’s Eye. If a play- 
er spins this position, her turn ends. 
(Ending your turn is the only “penal- 
ty” in the game.) The other sections 
show one, two, or three red cubes. 
Every enemy tile displays a number of 
red cubes, showing how strong the 
enemy is. When a player hits one of 
the cube spots on the spinner, she 
removes that number of red cubes 
from her enemy. When the enemy 
runs out of cubes, he’s defeated and 
the Hobbit passes through. 

The one-cube spot on the spinner 
also shows a Flying Nazgul. To defeat 


Pros: Clever artwork and constant interaction keeps kids engaged. 
Cons: Small misprint in early editions may require replacement pieces from Eagle. 
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a Flying Nazgul, a player must hit this 
spot on the spinner. If she gets either 
the two- or three-cube spot, she gets 
to try again, but doesn’t get to remove 
any cubes — those must wait until 
you dispatch the Flying Nazgul. If she 
gets Sauron’s Eye, her turn ends. 

A very small misprint problem 
affected the first wave of games; the 
backs of one token sheet got a dark 
green image instead of a light green 
one. Although it affects game play for 
adults, kids probably won't notice at 
all. Eagle offers free replacement 
sheets by mail if your game was 
affected. To get your replacement 
parts, send an e-mail request with 
your shipping information to 
info@eaglegames.net. 

The Lord of the Rings from Eagle 
Games makes a wonderful gift for the 
holiday season (or any other time of 
year). The unique mixture of pre-set 
tracks and player choices makes this 
game design a real standout. It defi- 
nitely engages both kids and the 
adults that play with them. 


— John Kaufeld dX 
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Fantasy Flight Games ¢ www.fantasyflightgames.com * Available now * $39.95 


Thinking about trivia games evokes 
thoughts of games like Trivial Pursuit 
and — well, Trivial Pursuit. Fantasy . 

Flight Games has bridged the gap is te = _SscuS 
between yesteryear’s all-too- og ee a 
familiar triviathon and today’s : 
fast-paced family board games 
with The Lord of the Rings 
Trivia Game. Based on the 
grandfather of epic fantasy fiction, this 
, game offers a rewarding experience for 
everyone from Tolkien scholars to the 
*, guy on the corner who thinks a bad 
DN Hobbit is something akin to smoking 
S cigarettes. 
4 Gameplay boils down to answering 
‘ questions to get resources and manag- 






Challenge tiles incorporate trivia 
questions and hazards or boons. 
Hazards may force a resource discard; 
boons offer a one-use action, such as 
automatically passing a question or 
ignoring a region’s resource require- 
ment. 

After answering a question correct- 


and face the first question on the 
card. If they pass, they advance and 
may attempt a second question, and 
so on, until they miss a question or 
have faced a third question to end the 
turn. When a player answers incor- 
rectly, he moves his playing piece back “s 
to the space he started from. The 








ing those resources to move on the 
map. Each player or team of players 





ly, a player may pay resources to 
move to the next region or rest. If a 


haven rule is ignored, so there’s no 
safety net in this variant. You can 


. ‘| starts in Bag End. There are 13 other player who moves on misses the ques- _ press your luck and move up to three ». 
regions to navigate, and each region tion in the new region, he must move spaces per turn or steadily advance = 
‘ has a resource cost to enter. The cost back to the region he began the turn and minimize the result of an incor- 
varies from region to region and in. If a player rests, he rolls the rect answer. 
, becomes progressively more expensive _ resource dice twice, collects the The most notable thing about this . 


Mount Doom. Regions have a Lidless 
Eye icon or a stack of associated 


as you get closer to your ultimate goal: 


resources and ends his turn. There 
are three havens: Rivendell, Lothlor- 
ien, and Ithilien. Once a player passes 


board game is that it continues 
Fantasy Flight’s tradition of great- 
looking high-end games. The board is 


, Challenge tiles. The 
Lidless Eye repre- 
sents a trivia ques- 
tion. Each trivia card 
contains three ques- 
tions, numbered one 
to three, with a cor- 
responding number 
of resources that the 
player will earn if he 
answers the question 
correctly. 

The cleverest bit 
about the questions 
is the variable diffi- 
culty mechanic. Each 
of the 1,200 ques- 
tions in the game 
may be asked as an 
easy, medium, or 
hard question. 


a lavish map with smartly designed 
graphic inlays representing key 
regions in the Rings saga. The playing 
pieces are cleanly designed, with easy- 
to-read icons. However, the trivia 
cards themselves are a touch stark. 
The bold, colorful designs of the rest 
of the game components are absent on 
the question face. The back of the 
card, however, pleasingly echoes the 
map board. 

The rulebook is attractive and well- 
presented. It’s full of pictures, illustra- | 
tions and a swan-boatload of exam- 
ples of play. The board and the rule- 
book both reference all the icons in 
the game for convenience. The game is 
a novel blend of trivia and adventure 
boardgaming, perfect for Tolkien fans, 
trivia buffs, and gaming families. 

— Matt Hoskins DN 
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a haven, he may not be 
moved further back 
than that haven. 
Players with enough 
resources and confi- 
dence in their trivia 
knowledge can press on 
from a haven with mini- 
mal risk. Once a player 
reaches Mount Doom, 
he has to resolve one 
more challenge tile to 
win. 

The optional short 
game has a more tradi- 
tional trivia-game feel. 
Players ignore the 
resource-gathering 
mechanic altogether. 
Each turn, players 
move forward one space 


) 1. What did the Big Folk call the 
hobbits of Bree? 
Petty-Dwarves 
Little Folk 
(Halflings) 
Demimonde 
2. At the Prancing Pony, who did 
Strider tell Frodo was not to be 


trusted? 
Barliman Butterbur 


Bill Ferny 
Tom Bombadil 
(Robin Smallburrow) 





3. How much compensation did Mr 
Butterbur pay to Merry for the loss 
of his ponies? 

One pound 

One dollar 

Eighteen silver pennies 
(30 silver pennies) 















Number of players: Two to four players or teams 

Designed for ages: 12 and up 

Learning curve: Easy (though some of the questions are pretty tough!) 

Playing time: 60-90 minutes 

Pros: Beautiful game; blends trivia with adventure boardgaming; easy to learn; two games in 
one. 

Cons: The trivia question cards don’t have the same aesthetic standard as the rest of the com- 
ponents. 













Pree Treachery 


A Lord of the Rings 
RPG adventure 


by Jeff Tidball 
RPG Line Developer 


“Agent of Treachery” is an adven- 
ture for The Lord of the Rings Role- 
playing Game that takes place in the 
lands immediately surrounding Minas 
Tirith just before the Battle of the 
Pelennor Fields. It is suitable for near- 
ly any number of players having from 
zero to four advancements. 


In “Agent of Treachery,” the player 
characters (PCs) travel into the 
Pelennor Fields on an urgent errand: 
to rescue an addled old militiaman 
from the barn where he has shut him- 
self up in defiance of the hordes that 
are soon to attack. While doing so, the 
PCs discover a Gondorian child lurk- 
ing nearby. He saw an agent of the 
Enemy meeting with a Gondorian trai- 
tor, hatching a plot to foil Minas 
Tirith’s defences when Sauron’s 
attack begins. The PCs follow the 
agent, galloping across the Pelennor 
Fields and out through the gates 
toward Osgiliath to capture the agent 
before it’s too late to prevent his evil 
plan. After surviving an ambush, they 
finally run their quarry to ground, 
either capturing or slaying the minion 
of darkness. 

For whatever reason — as the 
chronicle’s Narrator, you must deter- 
mine this — the heroes find them- 
selves in Minas Tirith as the people of 
the city prepare for Sauron’s armies 
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to move against them. As the young 
and aged are evacuated from the area 
and sent south, where they will be 
safe, the men of the city gird them- 
selves for battle. 


Calannon’s Predicament. The 
heroes are approached by Calannon, 
a young Guard of the Citadel. He may 
be the relative of a PC or a friend they 
made in some previous encounter. 
Alternately, Calannon may have been 
referred to the heroes by someone else 
they have helped, or he may simply 
have heard of the heroes’ reputation 
for deeds of renown. 

Calannon heard just this morning 
from cousins that his father, Halasgil, 
an elderly farmer but also a stout vet- 
eran of Gondor’s militia, whose grasp 
of reality has become tenuous in 
recent seasons, has refused to leave 
his farm on the Pelennor Fields. 
Instead, he’s barricaded himself 
against any attempt to make him go, 
and is prepared, with sword in hand, 
to stand until he defeats the horde or 
is overwhelmed. 

Halasgil will meet a grim end if he 
is not sent south or brought within 
the city. Because of Calannon’s 
duties, he cannot leave the city. He 
begs the heroes to go with all haste 
and retrieve his father. With any luck, 
it’s an errand they can accomplish 
before nightfall. 


Read this first! 
If you're a player in a Lord of the 


Rings RPG campaign, and you 
think your Narrator might want to 


use this adventure, stop reading 
now! You wouldn't want to spoil 
the surprise if your Narrator 
decides to use this! 





The Pelennor Fields. Because no 
one knows when the Dark Lord’s 
strike will fall, the PCs must travel 
with haste. Having received directions 
to Halasgil’s farm, they need only get 
outside the main gates of Minas Tirith 
and ride the three leagues to their 
destination. (If the PCs need horses, 
Calannon arranges mounts to speed 
their way. It’s important to the story 
for them to have horses later.) 

Passing through the gates is trivial 
for anyone who knows the pass-words 
— any hero of Gondor’s nobility or 
military automatically knows them. 
Others must convince the guards of 
the urgency and nobility of their 
errand. If the PCs don’t wish to dis- 
cuss the specifics of their mission, 
this requires a TN 15 Persuade test. If 
they share the story of Calannon’s 
father, the test is TN 5. 

You may determine the precise 
time necessary to travel to the farm 
over easy ground using Table 9.41: 
Travel Speed on pages 252-3 of the 
core rulebook, but as long as the 
heroes hurry appropriately, the trip’s 
exact duration matters little. 


Act Two: Diversion and Pursuit 
Halasgil’s Byre. When the PCs 
arrive at Halasgil’s farm, it’s a simple 
matter to determine that he has barri- 

caded himself in his byre (a cow 
barn), as the PCs can hear him 
pounding nails into the door from the 
inside to make it more secure. 

The heroes have a number of 
options. The best one is to convince 
Halasgil that it’s not in the best 
interests of his reputation, Gondor’s 
glory, or even the pragmatic interests 
of the coming battle for him to 
remain in the barn. This dialogue — 
most likely shouted through the barn 
door — should be role-played. 
Halgasil’s grip on reality is tenuous, 
but don’t play this comedically. Use 
the tragic madness of Denethor in 
The Return of the King as your exam- 
ple, emphasizing the elderly veteran’s 
embodiment of Gondor’s diminish- 
ment since its pinnacle in elder days. 
In the end, Halgasil just wants to 
draw his last breath proudly fighting 
the Enemy in the one place in 
Middle-earth he loves most. 

Once the role-playing runs its 
course, the PC who did the most 
talking should make a TN 20 
Persuade test. The appropriate spe- 
cialty depends on how the conversa- 
tion went. Assign a test bonus or 
penalty of up to +5, depending on the 
PCs’ persuasiveness. Remind the 
players that they can spend Courage 
on this test. 

Instead of talking to Halasgil (or if 
they fail to convince him to come out), 
the heroes may break down the barn 
door and take him back by force. The 
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Halasgil 

Race: Man: Middle Man (Gondorian) 

Racial Abilities: Adaptable (+2 Stamina), The 
Dominion of Man, Skilled 

Attributes: Bearing 8 (+1), Nimbleness 7 
(+0)*, Perception 6 (+0), Strength 8 
(+1)*, Vitality 5 (+0), Wits 4 (+0) 

Reactions: Stamina +2, Swiftness V1, 
Willpower +0, Wisdom +1 

Defence: 10 

Order: Warrior 

Order Abilities: Evasion, Swift Strike, Warrior- 
born 

Advancements: 2 

Skills: Armed Combat: Blades (Longsword) +8, 
Craft: Farming (Raising Cows) +4, Healing 
(Treat Wounds) +1, Inspire +3, Intimidate 
(Majesty) +3, Language: Westron +6, 
Language: Sindarin +3, Lore: Realm 
(Gondor) +4,Observe (Spot) +6, Ranged 
Combat: Bows (Longbow) +4, Ride 
(Horses) +3, Run +1, Siegecraft (Unit 
Leadership) +3 | 


door is, by now, well reinforced. 
Breaking it down requires a TN 10 
Strength test. 

Subduing Halasgil may prove diffi- 
cult. If they break down the door, he 
views the PCs as agents of the 
Enemy and leaps to attack them with 
his longsword. If the PCs can grab 
him (see Grab on page 229 of the 
core rulebook) it requires a TN 10 
Nimbleness test and a full-round 
action for another character to tie 
him up. 

If the PCs dawdle in the course of 
this encounter, remind them of the 
darkness that has descended over the 
land, and that every moment they 
remain outside the stout walls of 
Minas Tirith increases their danger 
should the Enemy begin his attack. 


Fing. Fing (short for Fingolin) is a 
9-year old orphan who thought him- 
self very brave and clever when he hid 
from his uncle (who has cared for him 
since his parents died) during the 
evacuation. Now, however, he’s wor- 
ried — the Pelennor Fields, where he 
has lived his whole life, have become 
eerily deserted. 

While skulking around, trying to 
figure out what to do, he overheard 
a conversation between two men. 
Fing thought to reveal himself to 
them, hoping they'd take him to his 
uncle, but he thought better of it 
once he heard a few snippets of 
their conversation. 

The first man, a hooded Gondorian 
whom Fing did not get a good look at, 
was telling the second man, an ugly 
fellow in a grey cloak, about how a 


Edges: Warwise 

Health: 9 

Courage: 1 

Renown: 2 

Gear: Scale armour, large shield, longsword, 
longbow, and quiver of arrows 


Fing 
Race: Man: Middle Man (Gondorian) 
Order: None 
Advancements: 0 


Skills: Jump +1, Run +3, Sneak (Hide, Sneak) 
+5 


Orc-scouts 


See page 290 of the core rulebook. These Orcs 
are Warriors and have the Favored Weapon 
order ability. 


Wolves 


See page 297 of the core rulebook. 


The Grey-cloaked Rider 
Use the basic statistics for a Half-orc warrior 
(see page 292 of the core rulebook), with 
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group of his fellows were willing to 
throw open the main gate of Minas 
Tirith as Sauron’s army approached if 
their lives would be spared. After 
agreeing to this and specifying a sig- 
nal to be given when the gates are to 
be opened, the ugly man leapt on a 
horse and rode off, while the 
Gondorian disappeared into the shad- 
ows. Just then, Fing heard the PCs 
talking to Halasgil. 

Rather than approach right away, 
Fing remains hidden to make sure the 
heroes aren’t enemies. Whenever you 
judge the time is right, allow the PCs 
to begin making opposed tests com- 
paring their Observe (Spot) to Fing’s 
Stealth (Hide). Depending on the 
heroes’ actions with Halasgil, Fing 
may either try to run when spotted (if 
he fears the PCs will hurt him — like- 
ly if the PCs had to subdue Halasgil 
by force) or confide in them (if they’ve 
been kind to Halasgil). 

When Fing is caught and ques- 
tioned, he brings up the conversation 
he overheard to change the subject 
from his own misbehavior. He never 
did get a good look at the traitor, and 
can’t remember the signal they used, 
but he’s certain of the rest of it. 

This changes everything. What was 
once a quick errand to collect Halasgil 
becomes a race to track down the 
grey-cloaked figure — who can’t have 
more than a five- or 10-minute head- 
start — and prevent the treachery. 

If the heroes don’t realise the 
importance of giving chase, tailor 
Fing’s recollections to paint as dire a 
picture as needed. If the heroes con- 
sider heading back to Minas Tirith to 





the following modifications. 

Advancements: +3 

Statistics: Substitute Evasion for Lurking in 
Shadows, add five ranks Armed Combat: 
Blades (Longsword), add five ranks Ride 
(Horses), add two ranks Observe (Spot), 
add three ranks Run, add three Courage 

Gear: Horse (see page 237 of the core rule- 
book), longsword, Orc-chainmail hauberk 





warn someone or root out the traitors 
themselves, point out they can do 
that later, but they won’t have anoth- 
er chance to give chase once the 
agent escapes. 

The heroes may get sidetracked 
over how to get Halasgil and Fing to 
safety. If they think to convince 
Halasgil it should be his honorable 
duty to escort the child to safety, he 
immediately agrees. If they don’t, he 
sees the obvious need and volun- 
teers. Before hurrying off with the 
child, he urges the heroes to fly 
swiftly, for Gondor! 


Pursuit! The distance from the 
farm to the Rammas Echor gate on 
the road to Osgiliath (where Fing says 
the rider headed) is about three miles. 
As they begin their pursuit, any Elves 
among the party can make an 
Observe (Spot) test to see the grey- 
cloaked figure approaching the gate at 
a gallop. The chase is on! 

The PCs begin two miles behind 
their quarry. For every 10 minutes 
they ride (assuming they press their 
horses as fast as they will go), the 
heroes and grey-cloaked rider make 
opposed Ride tests. When the heroes 
prevail they gain one-quarter mile on 
their quarry. When the rider prevails 
they lose one-quarter mile. On a supe- 
rior success, the distance gained or 
lost is doubled, and on an extraordi- 
nary success it is tripled. 

Describe dramatic choices to keep 
the chase interesting. If one PC rolls 
much worse on his Ride test than his 
companions, will the other heroes 
slow down to wait (losing ground on 
the rider) or press ahead on their 
own? Improvise as needed. Remind 
the players they can spend Courage, 
and remember the grey-cloaked rider 
has Courage of his own you can use 
to keep the chase exciting. 


Rammas Echor Gate. After two 
10-minute pursuit turns, the heroes 
arrive at the Rammas Echor. If the 
heroes slow down to ask the guards 
there about their quarry, they discov- 
er that, although the guardsmen were 
suspicious of the rider, he knew the 
pass-words and was allowed to pass. 

If the characters relate what they 
know (that the grey-cloaked rider is 
an agent of the Enemy who must be 
stopped), the gate is opened for them 
immediately, whether they themselves 
know the pass-words or not. The 
leader of these guards warns the PCs 
as they go that they must be careful 
— outside the wall, the scouts of 
Sauron are already active. 


Act Three: Pursuit’s End 
Ambush! When the heroes come 
within half a mile of the rider, they see 

him clearly. Then they lose him 
behind a hillock. When the heroes 
come around the hillock, they discov- 
er that there, out of sight, the rider 
met a patrol of wolf-mounted Orc- 
scouts and set them to ambush his 
pursuers. There are half again as 
many Orcs as there are heroes, and 
one wolf for each Orc. 

The PCs must make opposed tests 
pitting their Observe (Spot) against 
the Orc-scouts’ Stealth (Hide). If they 
succeed, the ambush fails and they 
may act as they wish. If they fail, 
they are surprised, losing the initia- 
tive and one action in the first round 
of the ambush. 

If the PCs try to blow through the 
ambush and outrun the scouts, they 
must make opposed Ride tests against 
the Orcs each round until they win 
three in a row, which leaves the wolf- 
riders behind for good. If the PCs 
stand and fight, for every three 
rounds of combat they fall one-quar- 
ter mile behind the rider. If the heroes 
try some other plan — such as leaving 
part of their party behind to fight 
while the rest ride on — you'll have to 
improvise, using the existing rules for 
the pursuit as appropriate. 


Finale. After the ambush, the 
heroes must drive their horses all- 
out to overtake their quarry. 
Improvise to make the finale as 
exciting as you can. 

If, despite their best efforts, the 
heroes are not able to overtake the 
rider, you have three options. First, 
you can allow them to fail in their 
mission, with the rider escaping. 
Second, you can arrange things so he 
flees head-on into a group of Rangers 
of Ithilien. (Faramir, perhaps, riding 
for Minas Tirith, but soon to be pur- 
sued by Nazgul on wing.) Third, you 
may rule that the rider’s horse takes a 
bad step, comes up lame, and the 
heroes catch up after all. 

When the heroes eventually catch 
up with the rider, they discover he is a 
Half-orc minion of Sauron. He fights 
to the death, cursing and snarling all 
the while. 

The best outcome is if the PCs cap- 
ture him alive and bring him to Minas 
Tirith for interrogation. This way, the 
traitors can be rooted out. But even if 
the heroes slay the cloaked agent, 
they have at least negated any benefit 
the armies of the Enemy can hope to 
gain from the traitors, since they don’t 
know the arranged signal. 

Once the rider has been overcome, 
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hurry the PCs back to Minas Tirith. If 
they dawdle, they discover Faramir 
and a handful of Rangers galloping 
toward them, five Nazgul flying in 
pursuit. But that is another adven- 
ture entirely ... 


Conclusion 

When the heroes return to Minas 
Tirith, the captains of the city want 
to hear what they've learned. Once 
they've told their tale (and perhaps 
gained a point or two of renown), 
the PCs are pressed into service in 
defence of the city. The PCs also 
find out Halasgil and Fing made it 
safely back, and for that, Calannon 
is grateful. 

For the purposes of experience, 
stopping the grey-cloaked rider is the 
primary objective of this adventure. 
Secondary objectives include getting 
Halasgil to safety and defeating or 
outrunning the Orc-ambush. 

With the Battle of the Pelennor 
Fields about to begin, there are 
many other adventures in the 
heroes’ future. In addition to the 
obvious conflict battle will bring, the 
traitors’ identities remain to be dis- 
covered. And since the heroes have 
proved themselves so resourceful, it 
is only a matter of time before s§ 


the captains of Gondor call 
upon them again. 
Not running a campaign around 
the War of the Ring? Or do you not 
want to have the PCs participate in 
_the Siege of Gondor? No problem! 
This scenario can be adapted to 
just about any battle between the 

forces of good and evil. Simply 
replace Minas Tirith with whatever 
city your PCs are defending and 
change the names to better suit 

the local populace (Dwarven, 
Hobbit, etc.). — 








PLAY THE 


W@RLD 








with The Lord of the Rings Online TCG 





identical to final product. 


f you're a fan of Decipher’s The 

Lord of the Rings Trading Card 

Game, you may have heard that 
an online version is in the works. If 
you haven't tried this award-winning 
TCG yet, the ability to try it out online 
might be exactly what it takes to pull 
you in. Decipher and Denver-based 
online game developer Worlds Apart 
Productions are readying The Lord of 
the Rings Online Trading Card Game 
for release before the end of 2003, 
and here’s an inside look: 


One Ring, many opponents 

Sitting down with the beta version 
of the game reveals a clean, easy-to- 
use interface; a supportive, growing 
community; and most importantly, a 
game that retains all the fun and 
strategy of the offline version. 

The game’s interface conveys a lot 
of information in a relatively small 
space, yet is straightforward and easy 
to pick up. It relies on context-sensi- 
tive drop-down menus, a robust rules- 
enforcing game engine, and a helpful 
hinting system to make playing cards 
online a breeze. 

The rules engine and hinting sys- 
tem go hand-in-hand. Think of the 
rules engine as a built-in, behind-the- 
scenes tournament director that won't 
let you play a card incorrectly. Work- 
ing with Decipher, Worlds Apart has 
tweaked and tuned the rules engine 
for each card printed so far and are 
currently prepping The Return of the 
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King set and introducing the new 
Threat and Initiative mechanics to 
online play. The hinting system is 
your gameplay advisor, letting you 
know when a card can be played or 
has a valid action; it will be highlight- 
ed with a thin green outline, or “hint.” 
At any stage of the game, you can 
right-click a card and get a drop-down 
menu that shows everything you can 
currently do with that card, such as 
playing it or using its game text. 

And how about the community? 
After all, an online game doesn’t 
amount to much without a thriving 
community of players. Fortunately, 
the game’s development forums (at 
http: / /lotronline.decipher.com/ forum) 
are buzzing with enthusiastic players. 

Participants in the Open Beta Test 
come from all over the world, their 
numbers keep increasing, and they're 
all looking for games and trades. This 
is a great place for any Lord of the 
Rings enthusiast. There are discus- 
sions of the books and movies, tutori- 
als for new players, a trade lobby for 
people hunting down that last rare 
they need for their deck (made easier 
by the sheer number of players that 
you have contact with), and an end- 
less supply of opponents and new 
strategies to compete against. 


New gameplay 
To top it off, the game will include 
a set of cards specifically designed for 
the online game by the Decipher TCG 
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by John Nangle 
Worlds Apart Productions 


Studio. These cards introduce two 
completely new play mechanics to the 
game in the form two new loaded key- 
words: “Triumph” and “Menace.” 

Triumph is found on Free Peoples 
companions, who gain special abilities 
when Triumph is established (your 
chances of getting to use a Triumph 
ability increase based on the number 
of skirmish events played on the char- 
acter in skirmishes throughout the 
game). On the Shadow side of the set, 
the Menace keyword allows huge min- 
ions to be played from the draw deck 
and trigger their own special abilities. 
Similar to Triumph, Menace tracks 
the amount of twilight that has been 
played throughout the entire game; 
your chances of using a Menace abili- 
ty increases the more you play. The 
necessity of tracking stats for an 
entire game makes mechanics like 
these too cumbersome for the offline 
version of the game, but take advan- 
tage of the medium of computer-mod- 
erated play. 












As the game nears completion, 
there’s a lot to look forward to, not the 
least of which is the ability to play 
games at any time of day with players 
from all over the world. You'll have a 
wealth of trading opportunities and an 
intuitive interface to help you on your 
way. By sticking to the rules and 
entertaining elements of the offline 
version, and adding some unique 
options made possible by the digital 
environment, Decipher and Worlds 
Apart have crafted a fun and engaging 
game that’s sure to appeal to veterans 
and new players alike. 


For more information about The 


Lord of the Rings TCG online, visit: 
http: / /lotronline.decipher.com S 


DECIPHER PRESENTS: 


Other ways to enjoy The Lord of the Rings 
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The Art of Great Games’ 


With The Return of 
the King hitting the- 
atres in December, 
Decipher decided to 
launch an 18-week 
celebration of The Lord 
of the Rings Trading 
Card Game, which 
began in August and 
runs until the end of 
the year. The 
Countdown Collection is 
a promotional set of 18 
of the most popular rare 
cards from the first two 
blocks of The Lord of the 
Rings TCG — though 
these versions are not 
quite the same as when 
they were originally avail- 
able in booster packs. 

Each Countdown 
Collection card’s game 
text is the same, but the 
card template and design 
is radically different. The 
Decipher art team had the 
opportunity to reinvent the 
wheel and pull out all the 
stops. Cultures such as the 
Riders of Rohan, Dwarves, 
and Gondor now have tem- 
plates that represent their 
cultures’ choice in armor. rf i 
Gandalf, Mithrandir now has a es 
template that reflects his an 
transition to Gandalf the 
White; his new template resembles his 
white flowing robes. 

One of the most radical changes 
definitely belongs to The Balrog, Terror of 
Flame and Shadow and his two weapons: 





































The Balrog’s Sword and Whip of Many Thongs. 


The cards themselves appear to be 
aflame, while the whip and sword 
cards can be placed side by side to 
give you one complete image. Besides 
reinventing the templates, the art 
department also had some fun with 
the card images. Some images now 
break right out of the frame, adding 
an aspect of dimension and depth. 
Retailers worldwide have been 
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scrambling to keep up 
yy with demand for the 
Countdown Collection. 
er visits his or her local 
game store and pur- 

# chases $10 in The Lord 
i'm Of the Rings TCG prod- 
vame uct, they get a different 

exclusive rare card 
from the Countdown 
Collection. Besides the 
18 redesigned rare 
cards, players who 
purchase all of the 
first six cards get a 
Lord of the Rings 
Fellowship Block 
poster for free. Those 
who purchase the 
second six cards also 
get a free Tower 
Block poster. Finally, 
once all 18 cards 
have been pur- 
chased, retailers can 
provide a coupon 
redeemable for four 
preview cards from 
future The Lord of 
the Rings TCG sets. 

So what makes 
these four preview 

cards really spe- 
cial? They will 
feature characters 
that you will not see in Peter 
Jackson's epic film trilogy. Though 
Decipher is not yet saying exactly 
which characters they will be featur- 
ing on these four cards, some of the 
characters that are being considered 
include Goldberry, Barrow-wights, 
Erkenbrand, and Glorfindel, among 
others. 

But the one character you can def- 
initely count on seeing is fan favorite 
Tom Bombadil. Probably the most- 
missed character when The 
Fellowship of the Ring film released in 
theaters, Decipher will bring him to 
life in the trading-card game. In addi- 
tion to the 18 cards, two posters, and 
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Each week, when a play- 





four preview cards, Decipher is also 
including a Countdown Collection 
binder when you order your preview 
cards so that you will have a nifty 
way to store your collection. 

It’s still not too late to get your 
hands on these cool cards. Find a 
retailer near you and join in with the 
thousands of fans already participat- 
ing as they Countdown to the King! 

— Scott Gaeta 
Sales Manager, Decipher 


LotR TCG Organized Play 

The 2003 Championship Circuit 
for The Lord of the Rings TCG has 
come to a close. Michael Dalton was 
crowned the 2003 World Champion, 
and the World Cup has come and 
gone. There will be many changes to 
the tournament scene with the 
release of The Return of the King set; 
here’s the scoop: 

Standard Format. The Standard 
Format, introduced earlier this year, 
was initially met with apprehension 
among some players. Most tourna- 
ment players now accept, and actu- 
ally prefer, Standard Format tourna- 
ments as the best way to play Lord 
of the Rings TCG. In 2004, the 
DGMaA will continue to host the 
majority of high-level tournaments in 
Standard Format. 

Since its inception, there have not 
been any changes to the X-list — 
cards that are not playable in Stan- 
dard Format tournaments — and 
there will be no changes to the X-list 
for the remainder of 2003. The most 
significant change to the Standard 
Format for 2004 will be the inclusion 
of Return of the King sites. All Two 
Towers sites will no longer be included 
in the Standard Format. 

Open Format. The only change to 
Open Format at this time is the inclu- 
sion of Return of the King sites instead 
of Two Towers sites. 

Block Format. A new format is 
now available for tournament play: 
King Block. The Return of the King set 
has been designed to work as a stand- 
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alone set and will be further expanded 
by Siege of Gondor and Mount Doom 
next year. 

2004 Championship Curcuit. As 
in previous years, championship tour- 
naments will take place year-round. 
We'll once again have Premier Series 
Qualifiers (PSQs), Territorial Open 
Championships (TOCs), Premier 
Series events, Continental 
Championships, World Cup, and 
World Championships. 

We're also introducing a new type of 
event: World Cup Qualifiers. These will 
be team events where the winning 
team qualifies for Day Two of the 
World Cup Team Championship in 
Essen, Germany. The first World Cup 
Qualifier will take place Dec. 13 at 
Gen Con So Cal in San Diego. 

For more information on the 2004 
championship circuit, visit DGMA.com. 

Race to Mount Doom League. If 
sanctioned tournaments aren’t for 
you, there’s still the Race to Mount 
Doom, an exciting league program 
that lets you be a game designer. As 
you play, you will be affected by a 
global rule, and your opponent will 
also have a rule affecting him. As you 
progress through the league, the chal- 
lenges increase. The kit includes 36 
different rules designed by Decipher’s 
TCG Studio as well as Decipher.com 
contest winners. But if none of them 
are tough enough for you, you can 
create your own! 

The Race to Mount Doom: The 
Return of the King League Kit launch- 
es soon. This all-new kit includes 
exclusive alternate-image foils, col- 
lectible pins, a wall-mat featuring 
Return of the King imagery, a rule- 


book, and much more. Ask your local 
retailer to order the Race to Mount 
Doom League Kit from his authorized 
Decipher distributor. 
— Dan Bojanowski 
Director, D@MA 


The Lord of the Rings Fan Club 

The Lord of the Rings Fan Club 
was formed to celebrate the hard 
work and creative talent behind mak- 
ing an epic movie trilogy like The 
Lord of the Rings. With one of the 
most dedicated fan bases, the Fan 
Club is a supportive community that 
encourages fan interaction and pro- 
vides fans with information about 
their favorite The Lord of the Rings 
cast and crew members. 

As part of the Fan Club, members 
receive The Lord of the Rings Fan Club 
Official Movie Magazine, an 84-page 
glossy magazine mailed to members 
six times a year. Full of still images 
from the films, this magazine is not 
sold in stores and is only available to 
Fan Club members. Each issue 
includes an exclusive interview with 
director Peter Jackson, articles about 
the films’ cast and crew, and the latest 
news about anything and everything 
related to The Lord of the Rings films, 
from worldwide conventions hosting 
celebrity signings to current and 
upcoming products. 

The magazine gives Fan Club mem- 
bers a special behind-the-scenes look 
at some of the set’s “unsung heroes,” 
such as construction supervi- 
sors, sound mixers, and cater- 
ers. It also gives an up-close 
look at some of the films’ most 
intriguing “artifacts,” from 
weaponry and sculptures to 
jewelry and fabric. In addition, 
the magazine provides in- 
depth articles detailing how 
the visual effects team, Weta 
Workshop, brings the inhabi- 
tants of Middle-earth to life 
with their creations, from 
fierce-looking Orcs to hairy, 
little Hobbit feet. 

Fan Club members are 
encouraged to send the 
magazine any questions that 
they have for The Lord of the 
Rings cast and crew, since 
the magazine regularly 
includes Fan Club mem- 
bers’ names and questions 
in its interviews. Members 
also have the opportunity 
to have their letters pub- 
lished in a special section 
of the magazine called 
“Mailbaggins.” 

Along with the maga- 
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zine, Fan Club members receive a 10% 
discount on all merchandise pur- 
chased from the online Fan Club store 
at www.lotrfanclub.com. The Fan Club 
store has an array of merchandise 
available, from The Lord of the Rings 
character statues and busts to maps 
of Middle-earth and watches. The store 
also features the latest trading-card 
games, unique puzzles, deluxe jour- 
nals, and mouse pads, as well as back 
issues of the magazine. 

The Fan Club Message Boards on 
the site are another special feature of 
membership. The five The Lord of the 
Rings Message Boards include: 
Middle-earth (for general discussion of 
The Lord of the Rings); The Fellowship 
(for discussing The Lord of the Rings 
actors and actresses); Rivendell (for 
Fan Club Q&A and announcements); 
Bag End (for planning fan gatherings 
and events); and The Prancing Pony 
(for all off-topic discussions). The 
Message Boards are a great way for 
fans to communicate with each other 
and find out about fan events. 
Numerous friendships have formed as 
a result of regular communication on 
the Message Boards — not to mention 
a couple of marriages! 

The Lord of the Rings Fan Club is a 
must for any true fan of the films. For 
information on joining The Lord of the 
Rings Fan Club, visit www.lotrfan- 
club.com. 


— Julie Matthews 
The Lord of the Rings Fan Club 
Official Movie Magazine Editor 
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TRADING CARD GAME 


by Chuck Kallenbach IT 
Decipher, Inc. 
Senior Game Designer 


FRODO LIVES! 


In the late 1960s, many people 
saw signs and bumper stickers with 
the peculiar statement “Frodo Lives!” 
without knowing what it meant. 
Some people were lucky enough to 
find out more about the magic of The 
Lord of the Rings. Those people pro- 
ceeded to spread the word, as the 
success of this landmark literary 
work began to take hold. 

The wonderful works of J.R.R. 
Tolkien were, in his own words, a tale 
that “grew in the telling.” Beginning 
with the simple story of The Hobbit, he 
proceeded to create a wonderful uni- 
verse that is the basis for the Western 
world’s view of sword-and-sorcery fan- 
tasy. Tolkien spent more than a decade 
creating The Lord of the Rings. The 
completeness of his vision populated 
many great ages of the history of the 
entire world of Middle-earth. 

Peter Jackson's epic trilogy of films 
from New Line Cinema will form the 
basis for this generation’s view of 
Middle-earth. Fantastic and tremen- 
dous in scope, these award-winning 
films still cannot contain the entirety of 
the world that Tolkien created. 

Decipher’s Lord of the Rings Trading 
Card Game has been closely tied to 
these three marvelous films for the first 
few years of its existence. However, we 
plan to unveil even more of Tolkien’s 
masterpiece to our fans and players 
over the next several years. After all, 
our company is populated with many 
readers of Tolkien’s numerous works, 
and many of us have multiple versions 
of The Lord of the Rings at home in our 
collections. We were fans long before 
talk of a movie had begun. 

Like many avid Tolkien readers, we 
wanted to see all of his characters on 
the movie screen. Even though we 
understood the intricacies of transla- 
tion from one medium to another, that 
didn’t reduce our desire to see charac- 
ters we've loved for years. 

Now, at last, Decipher can take us 
all deeper into the lands of Middle- 
earth. All of us can continue the 
exploration and meet the other char- 
acters that dwell in the imagination 
of Tolkien. 
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To play, spot an 4 minion. Plays to 
your support aréa. 

Shadow: Spot an € minion and remove 
© to reveal a card at random tromathe 
Free Peoples player's hand. Place thas 
card on top of that player's draw dec 


We will, of course, include elements 
of the films we've not yet addressed in 
the TCG. That means you'll see cards 
for Strider, Gwahir, more folks from 
The Shire, and the remaining charac- 
ters from the Council of Elrond. 

After the 365-card Return of the 
King base set, the King Block will be 
completed with the 122-card Siege of 
Gondor expansion, set for release in 
March 2004, and the 122-card Mount 
Doom expansion in July 2004. Along 
with the King Draft Pack, this com- 
pletes the cycle of more than 600 cards 
for our third year. 

Remember also that we'll be follow- 
ing up the successful Fellowship of the 
Ring Anthology release with similar 
products for The Two Towers and 
Return of the King. Players and collec- 
tors alike treasured the beautiful, 
hand-lettered Tengwar cards in the 
first anthology product. 

The names of the sets we have 
planned after Mount Doom have already 
been announced. Like the Fellowship 
of the Ring and the Wraiths from 
Minas Morgul, they number nine: 


November 2004 — Shadows 
March 2005 — Black Rider 

July 2005 — Bloodlines 

November 2005 — The Hunters 
March 2006 — Rise of Saruman 
July 2006 — Treachery and Deceit 
November 2006 — The Great Eye 
March 2007 — Shelob’s Lair 

July 2007 — Age’s End 
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Readers of the books are well aware 
of the beloved characters who could 
not be featured in the films. Every 
reader has his or her favorite. We'll 
visit them all, including old friends like 
Glorfindel, Gildor, Erkenbrand, Tom 
Bombadil, Goldberry, Old Man Willow, 
Celebrian, Elladan, Elrohir, Fatty 
Bolger, Radagast the Brown, Ghan- 
buri-Ghan, and the Barrow-wights. 
Decipher has the rights to The Hobbit, 
as well. We hope to be able to add peo- 
ple, places, and things from that book 
to our game in the near future. 

Players of our trading-card game 
will be impressed with the level of 
innovation from the Return of the King 
base set. Decipher will continue to add 
new concepts to explore on the gaming 
table, as we proceed past the three 
blocks of the films. 

A new site path will be introduced 
in the Shadows expansion, allowing 
players to journey from Hobbiton all 
the way to Mount Doom in nine 
steps. Maintaining the playability of 
the game while allowing new strategic 
possibilities has always been one of 
our top goals. 

Whether you're enjoying the 
marathon viewings of all three films 
in your local theater or enjoying the 
soundtrack, collectibles, and toys, 
remember that Decipher will still be 
here, ready to take you on an excit- 
ing tabletop gaming adventure with 
your friends through the rest of g@@& 
Middle-earth. Ss 
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‘Middle-earth’ % mysteries answered 


With the seventh set for The Lord oyu ‘your support area, and it remains there 


the Rings Trading Card Game, The. 
Return of the King, releasing this 
month, now is a great time to answer 
some of the most fréquently-asked 
questions we have received over the 
past two years (and six sets). 


eAre the 

e “Tengwar” 
cards from The 
Fellowship of the 
Ring Anthology legal 
in tournaments? 
A eves. All of the 

evarious lan- 
guages that The 
Lord of the Rings 
cards are printed in, 
including Tengwar, 
are legal in all sanc- 
tioned tournaments. 


e if I play an 
Q e Uruk-Hai Archer 
and have two copies of Weapons of 
Isengard (4 R 211) in play, do I add an 
[Isengard] token to one or both of the 
Weapons of Isengard? 
A e ou only add an [Isengard] 
etoken to one of the Weapons of 
Isengard. You may not combine 
phase actions. When you play an 
Isengard archery with Weapons of 
Isengard, meeting the requirements 
and paying the costs, you’re playing 
a Shadow-phase action, and those 
can’t be combined. 


e@ Why then when I play the Uruk 
e Crossbow Troop (4 U 182) can I 
two [Isengard] tokens to a 
Weapons of Isengard? 
A elhe text of the Uruk Crossbow 
eTroop is a triggered action that 
happens automatically when you play 
it. You aren’t combining Shadow-phase 
actions; the same is the case with the 
Uruk Engineer (5 C 61). 


e@ How does site control work? 

® 

eoite control was introduced in 

eThe Two Towers expansion and 
was prominent throughout all of the 
Tower Block sets. You take control of a 
site using the text of cards like Attack on 
Helm’s Deep (4 C 137), for example. Once 
you take control of a site, you move it to 






_ until the’site is liberated. You may only 


control an unoccupied site that is on the 


Adventure Path. You may not control a 

site that is already controlled by anoth- 

er player. Only a Shadow player can 
take control of a site. 


e Can I use the text of con- 
e trolled sites? 

@No. While controlled sites 
eare active, the text of the 
sites may only be used when 
the active Fellowship is on the 
site. Since a site must be unoc- 
cupied to be controlled, the 
Fellowship can never be on a 
controlled site. 


@ Quickbeam, Bregalad (6 C 
Q e 33) and the other Ents 
rom the Ents of Fangorn are 
worded differently. Do they 
work differently? 

eQuickbeam’s text uses the word 

e “and” when referring to the num- 
ber of Unbound Hobbits and Ents to 
reduce his twilight cost while the rest of 
the Ents, like Host of Fangorn (6 U 32), 
use the word “or.” While this does seem 
different, they actually work in exactly 
the same way. You count the combined 
total of Unbound Hobbits and Ents to 
reduce the twilight cost. For example, 
the text on the Host of Fangorn says, 
“Host of Fangorn’s twilight cost is -2 for 
each Ent or unbound Hobbit you can 
spot.” If there were two Unbound 
Hobbits and three Ents in play when 
you play the Host of Fangorn, you 
would reduce the twilight cost by 10. 


e if I transfer Brego (4 U 4 

e 263) from one com- 
panion to another, do I heal 
the other companion? 

@No. While the cost to 

etransfer a possession 
from one companion to anoth- 
er is the same as playing the 
possession, it is not considered 
playing the possession. You do 
not gain any of the “When you 
play” bonuses when transfer- 
ring a possession. 


e considered exhausted? 
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A eves. All characters (minions, 
eallies, and companions) that have 
one vitality (either printed on their 
cards or as the result of wounds) are 
considered exhausted. 


e What does the keyword “Valiant” 

e mean? 

e Valiant” is what is referred to as 

ean “unloaded” keyword. 
Unloaded keywords have no rule-based 
mechanic; they are only used when ref- 
erenced or activated by other cards. 
Loaded keywords are listed in the rules 
with special meanings, like “Defender 
+1” or “Ring-Bound.” 


@ What happens when you assign 

ean exhausted minion to a com- 
panion bearing a Rohan mount? 
A @Nothing. While exerting and 

ewounding both place a wound 
token on the character, they both have 
different restrictions. You may never 
exert a character to death. The various 
Rohan mounts all state that you exert, 
not wound, a minion assigned to that 
character, and you may never kill a 
character with the Rohan mounts. 


@ Sam, Son of Hamfest (1 C 311) 
Q e doesn’t have the keyword “Ring- 
ound” but Sam, Nice Sensible Hobbit (5 U 
115) does. What’s the difference? 
eccording to the rulebook, all ver- 
esions of Frodo and Sam, no mat- 
ter if they have the Ring-Bound key- 
word or not, are Ring-Bound. 







If you have questions that weren’t 


answered here, e-mail them to 
elrond @decipher.com. 
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With The Return of the King, 
Gollum’s role in the game changes 
drastically. Before, he existed merely 
to fill a couple of gaps in specific 
strategies, like Easterling corruption 
decks, or as an archery-wound-soak- 
ing minion for the Nazgul. He was an 
interesting inclusion in those deck 
types, but nowhere near a necessity. 

Now, all is changed. Some of the 
best new cards for The Lord of the 
Rings TCG are found in the 
Ringwraith culture. Sadly, there’s no 
terribly synergistic method available 
for the Nazgul that will add threats to 
an opponent's dead pile — except for 
Gollum! 

Captured by the Ring and Fat One Wants 
It are two of the best (and cheapest) 
threat-adding cards for several rea- 
sons. When you're exploring all the 
possibilities for cards to include in a 
Nazgul deck, being cheap is your 
highest priority, because all those 
Ringwraiths can be expensive. 

Did I say that it was difficult for 
the Nazgul to add threats? Well, 
there’s always Ulairé Cantéa, Faster than 
Winds for you to fall back on. The 
greater the number of companions 
your opponent has, the more threats 
Cantéa will add. 

So what do you do with these 
threats, once they're added? First, 
realize that this deck’s goal is to win 
in the long term, not to smash your 
opponent quickly. Sometimes it will 
happen, because of the sheer size of 
the Nazgul, but not too often. What 
you really want to go for is the slow 
exhaustion of your opponent’s com- 
panions. 

As you accumulate threats, you 
can use them either to play more 
Ringwraiths from your discard pile 
with The Witch-king, Morgul King or use 
them with Cantéa’s text to discard 
some (actually, a lot) of your oppo- 
nent’s possessions. Discarding pos- 
sessions should almost always be a 
priority for you, since it will allow 
your minions to win quite a few of 
their skirmishes. Since many of your 
minions aren't too large, your oppo- 
nent’s companions aren't likely to be 
killed outright. You can help them 
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GOLLUM 


RETURNS 


and he’s brought some friends 
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DOUBLE WHAMMY 


1x Frodo, Hope of the Free Peoples (RK) 

1x The One Ring, Such a Weight to Carry 
(RK) 

FELLOWSHIP (40) 

1x Denethor, Steward of the City (RK) 
(starting) 

1x Ingold (RK) (starting) 

3x Gondorian Captain (RK) 

2x Alcarin (HD) 

2x Turgon (HD) 

4x Aragorn, Captain of Gondor (RK) 

4x Sword of Gondor (TT) 


along by using Ulairé Otséa, Lieutenant 
of Morgul to make your Orcs fierce; 
each of them will cause four wounds 
if they win both their fights! 

The icing on this deck’s cake is 
The Witch-king himself, with his abil- 
ity to exclude the Ring-bearer from 
taking threat wounds. If your oppo- 
nent has five or six companions in 
play that are badly beaten, and one 
of them happens to die, then all 
threats must be soaked up by those 
companions — not Frodo! Many 
times, this kind of “bomb” will deci- 
mate a Fellowship, leaving no one 
but Frodo to suffer at the hands of 
Gollum’s treachery. If The Witch-king 
doesn’t come through for you, surely 
Master Broke His Promise will level your 
opponent’s fellowship, or even win 
the game for you! 
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1x Gondorian Sword (RK) 

2x Anduril, Flame of the West (RK) 

1x Saga of Elendil (FR) 

4x City Wall (HD) 

2x Stone Tower (HD) 

2x Citadel of the Stars (HD) 

3x Strong and Old (RK) 

3x Banner of the White Tree (EL) 

3x Defend It and Hope (TT) 

2x Hobbit Sword (RK) 

SHADOW (40) 

4x Captured by the Ring (RK) 

2x We Must Have It (HD) 

3x Fat One Wants It (RK) 

3x So Polite (RK) 

1x Gollum, Old Villain (EN) 

1x Master Broke His Promise (EN) 

2x Evil-smelling Fens (HD) 

1x Held Ground (RK) 

3x Out of Sight and Shot (RK) 

4x Morgul Spawn (RK) 

4x Morgul Spearman (RK) 

3x Ulairé Otséa, Lieutenant of Morgul (FR) 

4x Ulairé Cantéa, Faster than Winds (RK) 

3x The Witch-king, Morgul King (RK) 

2x Ulairé Enquéa, Lieutenant of Morgul 
(FR) 

ADVENTURE PATH (9) 

Steps of Edoras (RK) 

West Road (RK) 

Hall of the Kings (RK) 

Pelennor Plain (RK) 

City Gates (RK) 

Minas Tirith Sixth Circle (RK) 

Osgiliath Crossing (RK) 

Morgulduin (RK) 

Dagorlad (RK) 





On the fellowship side, Denethor, 
Steward of the City does for the knights 
of Gondor what Ents of Fangorn did 
for the Ents — you can play as many 
free companions as you want. Not 
only are your companions free, your 
fortifications are also much cheaper 
when using Strong and Old. Denethor’s 
mad tactics do come with a cost, 
however, and it’s not cheap. Any 
Shadow strategy that uses threats or 
burdens will put a serious hurt on 
this deck, so you must try to play it 
perfectly. 

The trick is realizing what strategy 
your opponent is using before it’s 
too late. If he’s playing any type of 
threat- or burden-adding deck, you 
have to adapt right away — and by 
adapting, I mean getting rid of 
Denethor! He becomes a major liabil- 


ity against these deck types, so use 
him for everything he’s worth (play as 
many free knights as possible) and 
then get him killed. Even if it means 
not healing Denethor at a sanctuary, 
you must get rid of him before your 
opponent can corrupt your Ring- 
bearer or over-wound your fellow- 
ship. Your worst enemies are Sauron 
Orcs and Nazgul that add threats. 
Will many people be playing decks 
like those in the post-Return of the 
King game environment? They proba- 
bly will, if they have to deal with the 
twilight-pool choke brought on by 
cards like Denethor, the likes of 
which hasn’t been seen since Aragorn, 
Heir to the White City. 

After you've dealt with any in- 
game issues relating to Denethor, 
your road to victory should be rela- 
tively easy. Barring Moria swarm, 
every other deck type relies on min- 
ions for their specific abilities. These 


abilities usually become unusable 
when “teammate minions” (minions 
of the same culture) are eliminated 
or when a minion’s vitality is 
reduced. This deck is great for 
accomplishing both tasks. With all 
the fortifications that the knights can 
throw at a Shadow strategy, it’s a 
wonder that they haven't already 
dominated the tournament scene. Be 
sure to kill every possible minion you 
can with fortifications or events, and 
your knights will double-move multi- 
ple times in a game. 

If you face a nasty swarm deck, 
hold on to Banner of the White Tree to 
bridge critical gaps in your defensive 
line. Frodo’s new ring, The One Ring, 
Such a Weight to Carry, is another great 
defensive card against the swarm. 
With that and a Hobbit Sword, he'll 
withstand a lot of punishment & 
before being overwhelmed. 








Minas Tirith 


This is a fun deck to play on Race 
to Mount Doom league nights. It’s 
fun, strong, and uses some mechan- 
ics that you probably wouldn't see 
out of a regular Standard deck. 

Rich with heritage, Gondor has 
had its share of troubles as of late: 
The strength of Mordor is knocking 
at its gate; the Steward is failing; and 
the king has not yet arrived. That 
will change, in due time, but for now 
the walls must hold the enemy at 
bay. This deck consists entirely of 
cards from Return of the King, which 
means you'd be ready to go to a King 
Block tournament this winter. 

The Fellowship side is built 
around the threat mechanic. Threats 
are tokens placed on your dead pile 
which can be used as a different 
kind of currency, like twilight tokens 
or burdens. They stay on the dead 
pile until a companion or ally is 
placed in the dead pile from play. 
When this happens, the threats are 
converted to wounds and placed on 
the remaining companions that are 
still in play. (Threats may not be 
placed on allies.) Return of the King is 
the first set where threats appear, 
but they'll also be in the next two 
espansions, Siege of Gondor and 


is beseiged 


Mount Doom. 


Since it’s a threat-based Free 
Peoples strategy, it’s only natural 
that the deck’s cornerstone is Aragorn, 
Driven By Need. He’s a seven-strength 
Gondor companion — low for 
Aragorn, but his game text makes up 
for that: He gets +1 strength for each 
threat he spots (up to three), so 
Aragorn can get up to strength 10 
before adding weapon modifiers. 

Several cards trigger off of threats 
as well. Knight’s Sword can add a threat 
to make a Gondor Man strength +1, 
until you can spot two threats. Stout 
Resistance can make a Gondor Man 
strength +3 for the mere cost of one 
threat. It’s not that easy, though: You 
can't add a threat if it would make 
the threat total higher than the num- 
ber of companions in your fellowship. 
That means that after you’ve added a 
few threats here and there, you'll 
need a way to get rid of them so you 
aren't stuck with unplayable cards in 
your hand. Fortunately, Aragorn can 
exert twice during the regroup phase 
to remove three threats, and Frodo, 
Hope of the Free Peoples can add three 
twilight when the fellowship moves to 
remove a threat. 
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Another companion who keys off 
of threats is Pippin, Sworn to Service. He 
gets +1 strength for each threat you 
spot, up to a total of +3. In Return of 
the King, Pippin also gets armor and 
his own Gondorian sword. When 
Pippin bears both these possessions, 
he starts looking more like a Gondor 
companion. 

The Free Peoples side is rounded 
out with strong Gondor companions, 
like Faramir, Stout Captain and Denethor, 
Wizened Steward. Since you're playing 
three of the four big-name Gondor 
companions, it’s only natural to play 
with Noble Leaders. 


The Sauron culture gets a new 
sub-faction of minions focused on 
site control. The besiegers represent 
Orcs using siege engines to scour the 
walls of Minas Tirith. The besiegers 
were the first wave of the tens of 
thousands of Orcs that were present 
on the Pelennor Plain for the siege. 

The first, and probably the most 
obvious, advantage the besiegers 
have over a regular Sauron Orc is 
that they have a home site of five. 
This means you can get a better 
swarm, because they stop roaming at 
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a site where there’s usually a lot of 
twilight to spend. And don’t forget 
that these guys are still Sauron Orcs, 
so their roaming penalty can be fur- 
ther reduced by Sauron Orc trackers. 

Besiegers key off the site-control 
mechanic. If you don’t control any 
sites, they’re pretty plain, but this 
deck offers three ways to control 
sites. The first is Din of Arms. This 
event allows you to control a site if 
you can spot more besiegers than the 
twilight cost of the top card of your 
opponent’s deck. It gets better, 
though: If you pull this off, all of 
your besiegers are also strength +3 
until the regroup phase. This is a 
hefty requirement to control a site, 
though. Tower Walkway is a condition 
that allows you to control a site if 
you discard three Sauron Orcs dur- 
ing the regroup phase. It also gives a 
+1 strength bonus to all your 
besiegers for each site you control. 
The third way to control a site with 
this deck is probably the easiest and 
takes the least card commitment. 
Troop Tower allows you to control a site 
for the mere cost of discarding a 
besieger during your regroup phase. 
Like Tower Walkway, it also provides 
an additional benefit: all Sauron Orcs 
are +1 strength for each besieger 
stacked on a site. With three ways to 
control a site, your besiegers should 
be able to get very powerful, very 
quickly. 

A card that doesn’t specifically 
benefit besiegers is Encirclement, which 
provides cost reduction for each pair 
of sites that you control. Control two 
sites and your Sauron cards are -1 
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“X marks the spot,” and that spot 
is squarely in the middle of your 
opponent's minion’s head. “Maneuver 
X” is a deck type that saw lots of play 
when The Two Towers was first 
released. The idea is to exterminate 
as many minions as possible during 
the maneuver phase. This will tilt the 
skirmish match-ups in your 
Fellowship’s favor. Unfortunately, the 
deck required too many different cul- 
tures to be effective and that left the 
door open for Grima, Chief Counselor to 





TO ARMS, TO ARMS! 


All cards from Return of the King 

1x Frodo, Hope of Free Peoples 

1x The One Ring, Such a Weight to Carry 
FELLOWSHIP (30) 

2x Faramir, Stout Captain (starting) 

1x Pippin, Sworn to Service (starting) 
4x Aragorn, Driven By Need 

2x Denethor, Wizened Steward 


twilight; control four and they’re —2, 
and so on. Cost reduction is a com- 


mon mechanic in the Sauron culture, 


and, since it triggers off controlled 
sites, it’s a natural fit for the 
besiegers. 

Again, these Orcs are straightfor- 
ward — you play a few, control some 
sites, play more Orcs at a lower cost, 


MANEUVER X 


marks the spot 


wreak havoc. 

So what in the Return of the King 
set could rekindle the direct-damage 
approach and still defend against 
Grima? One card goes a long way 
toward offering the protection the 
deck needs: 

Terrible and Evil is the new addition 
to “Maneuver X” that will cause play- 
ers to rethink this strategy. This pre- 
skirmish wounding event causes 
more than one wound with a single 
card. The flaw with previous pre-skir- 
mish wounding cards was that they 
only caused a single wound. The 
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1x Dervorin 

1x Cirion 

1x Iorlas 

1x Derufin 

1x Anduril, Flame of the West 
1x Hobbit Sword 

1x Pippin’s Armor 

1x Pippin’s Sword 

4x Knight's Sword 

1x Noble Leaders 

4x Dagger Strike 

4x Stout Resistance 
SHADOW (30) 

1x Siege Commander 
4x Gorgoroth Garrison 
1x Gorgoroth Troop 

4x Gorgoroth Soldier 
4x Gorgoroth Sapper 
3x Gorgoroth Engineer 
2x Gorgoroth Pillager 
2x Gorgoroth Ransacker 
3x Din of Arms 

3x Troop Tower 

2x Tower Walkway 

1x Encirclement 
ADVENTURE PATH (9) 
Steps of Edoras 

West Road 

Hall of the Kings 
Anduin Banks 

City Gates 

Minas Tirith Sixth Circle 
Osgiliath Crossing 
Morgul Vale 

Haunted Pass 





and eventually overwhelm the Ring- 
bearer. Once these guys get rolling, 
they're hard to stop. 

The adventure path is set up to 
aid the Men of Gondor. Steps of Edoras 
protects against the early beatdown 
and Minas Tirith Sixth Circle allows 
for a double move to site seven, 
if needed. 





Shadow player would then get a 
chance to cause damage with Grima 
or Ulairé Enquéa, Lieutenant of Morgul. The 
only other card that can pull off a 
string of multiple wounds is Baruk 
Khazad, but, to be effective, you need 
more than one maneuver-phase 
wounding event. 

Just because you can take out 
some minions during the maneuver 
phase doesn’t mean that you’re home 
free in the skirmish phase. A good 
strategy to go with this deck type is 
to eliminate large minions that would 
almost certainly beat your compan- 


ions. After that, you can take on the 
smaller ones and win your skirmishes 
handily. To aid this tactic, this deck 
includes multiple copies of Trust Me As 
You Once Did. You'll notice that all the 
companions in the deck have the 
Gandalf signet, to maximize the 
strength bonus from Trust Me. 

One of the drawbacks of having 
Gandalf around to use Terrible and 
Evil and Trust Me As You Once Did is 
that he'll be exhausted quickly. Some 
possessions that increase his vitality 
are his ring, Narya, and Gandalf’s Staff, 
Walking Stick. Both add one to vitality, 
so Gandalf can go all the way up to 
six. To keep Gandalf healthy, you 
need Have Patience and Moment of 
Respite. Both cards heal Gandalf; Have 
Patience can also heal Gimli if he’s 
exerted multiple times for Baruk 
Khazad and/or for his built-in 
strength bonus. 

The Shadow side of this deck is a 
threat-adding, Raider-based minion 
strategy. The Desert Fighter and Desert 
Villain can each add a threat at the 
start of a skirmish for a mere one 
twilight. Southron Bandit ensures that 
there’s pool present to spend after the 
maneuver phase. If the Free Peoples 
player doesn’t like having all that twi- 
light added to the pool, she can “buy 
out” the pool-adding effect at the cost 
of adding a threat. That makes 12 
minions that have a chance to adda 
threat relatively easily — which is to 
say, each ability to add a threat is 
contained within the minion itself. 
There isn’t a multiple-step process 
that the Shadow player has to go 
through to add more than a fair num- 
ber of threats. 

So now there’s threats sitting on 
the Free Peoples player’s dead pile. 
What can the Shadow player do to 
capitalize on that? Desert Nomad and 
Southron Captain both get damage 
bonuses when they spot multiple 
threats, and Troop of Haradrim becomes 
a multi-talented minion if you spot 
enough threats. With four threats, 
the Troop is a fierce, damage +1, 10- 
strength archer for the bargain price 
of just five twilight. However, without 
help, these Southrons won’t win 
many skirmishes. But what goes best 
with Southrons? Mimaks! Oliphaunts 
are just what the men of the Harad 
ordered. 

The Mamaks can be played on any 
of the Raiders in this deck and, in 
turn, wreak havoc on the Fellowship. 
For an added bonus, the Desert 
Fighter and Desert Villain can add 
additional threats if they’re riding 
Mumaks. Being fierce always comes 
in handy when dismantling 


Fellowships, and Trample is an added 
bonus. This maneuver event is an 
efficient way for the Shadow player to 
stock up on pool. If the Free Peoples 
player opts to discard companions, 
well, that’s just that much better for 
you. 

If the Free Peoples player doesn’t 
choose to add a threat for Southron 
Bandit or doesn’t choose to discard a 
companion with Trample, you'll have 
a lot of extra pool, and only so much 
can be filtered through Desert Fighter 
and Desert Villain. This is where 
Fierce in Despair comes in handy — one 
way or another, the Fellowship is 
going to be missing companions. 

Last but not least, Southron Thief is 
sort of a metagame choice. If you feel 
you're going to face a lot of large- 
Fellowship strategies, you need large- 
Fellowship hammers. Other choices 
you could include are Ulairé Enquéa, 
Lieutenant of Morgul or maybe War 
Towers (which adds additional threats 
for each companion over four). 

The site path is straightforward; 
any sites that give benefits to Raiders 
or threats are used. If there was no 
choice to be made based on the 
requirements of either side of the 
deck, the site with the highest twi- 
light was chosen. 

Before taking this deck to a 
Premier Series Qualifier, try it out 


MANEUVER X 


1x Frodo, Wicked Masster! (RK) 

1x The One Ring, Such a Weight to Carry 
(RK) 

FELLOWSHIP (30) 

1x Legolas, Elven Comrade (TT) (starting) 

1x Gimli, Son of Gloin (FR) (starting) 

3x Gandalf, the White Wizard (TT) 

1x Arwen, Fair Elf Maiden (RK) 

3x A Wizard is Never Late (FR) 

2x Trust Me As You Once Did (EL) 

1x Gandalf’s Staff, Walking Stick (TT) 

1x Glamdring, Elven Blade (RK) 

1x Narya (EL) 

4x Terrible and Evil (RK) 

1x Moment of Respite (RK) 

3x Quick As May Be (TT) 

3x Baruk Khazad (HD) 

1x Fool's Hope (RK) 

1x Asfaloth (FR) 

1x Gimli’s Battle Axe, Trusted Weapon (RK) 

2x Have Patience (RK) 

SHADOW (30) 

4x Desert Fighter (RK) 

4x Southron Bandit (RK) 

4x Desert Villain (RK) 

3x Desert Nomad (RK) 

1x Southron Captain (RK) 

2x Troop of Haradrim (RK) 

1x Southron Thief (RK) 

4x Mimak (HD) 

2x War Mimak (HD) 

2x Trample (EN) 

2x Fierce in Despair (RK) 
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with your play group or at a couple 
of local tournaments. Knowing the 
right time to add threats and capital- 
ize on them is crucial. Also, knowing 
which type of minions to wound with 
pre-skirmish wounding events is very 
important. One or two mistakes could 
hurt you over the course of the game. 
After you feel comfortable, let 
loose the Mamaks and take aim 
at enemy minions! 
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ADVENTURE DECK (9) 
Rohirrim Road (RK) 

King’s Tent (RK) 

Hall of the Kings (RK) 
Pelennor Plain (RK) 

City Gates (RK) 

Minas Tirith Fifth Circle (RK) 
Ruined Capitol (RK) 

Cross Roads (RK) 

Haunted Pass (RK) 





SCRYEDECK 


by Geoffrey Snider 
Developer, TCG Studio 


The centerpiece of The Lord of the 
Rings TCG since the game’s inception is 
the Moria Swarm deck. Almost always 
making an appearance in top tourna- 
ment placing, Moria is one of the 
strongest archetypes any player could 
build upon. Mastering its ins and outs, 
however, isn’t as easy as it would seem. 

At last year’s World Championships 
at Gen Con, some interesting Moria 
builds made an appearance, and two 
came out on top. One sacrificed every 
bit of its Free Peoples integrity to pro- 
pel its Moria Orcs into a massive one- 
shot swarm. I've tried to build off that 
deck strategy, while including a couple 
of new twists from The Return of the 
King expansion. The main difference 
with this deck is its reliance on the 
King site path. Since old sites like 
Cavern Entrance and Orthanc Balcony are no 
longer available, Moria players will 
have to customize their decks to fit the 
new (and more powerful) site path. 

For a Free Peoples strategy that 
lends itself to card-drawing, there real- 
ly isn’t much else you can do except 
include more cards that draw more 
cards — to draw more cards. Setting 
up the perfect Shadow hand of Moria 
Orcs is the prime objective here, so 
I've included the best new card-drawer 
in the new set: Out of Darkness. The 
Moria deck previously had no way to 
draw cards during the skirmish phase, 
but Out of Darkness makes it much 
easier for players to break the Rule of 
4. (“A player may not draw more than 
four cards during his or her fellowship 
phase.”) 

The Shadow strategy is heavily 
influenced by the site path. Every new 
site in this deck lends its cause to the 
Moria swarm: 


Site 1: Draws cards. 

Site 2: Occasionally your minions 
aren't roaming. 

Site 3: Draws cards. 

Site 4: Gives strength bonuses to min- 
ions in skirmishes. 

Site 5: Adds and removes threats 
(which will inevitably be placed on 
the Ring-bearer). 

Site 6: Keeps your opponent from dou- 
ble moving through the sanctuary 
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THE MORIA 
SWARM 


invades Return of the King 


THE SWARM 


1x Frodo, Wicked Masster! (RK) 

1x The One Ring, Answer to All Riddles (TT) 
FELLOWSHIP (50) 

1x Gimli, Faithful Companion (RK) (start- 


ing) 
1x Forest Guardian (HD) (starting) 
2x Farin, Dwarven Emissary (FR) 
2x Frér, Gimli’s Kinsman (MM) 
4x Gandalf, The Grey Pilgrim (MM) 
2x Lindenroot, Elven Shepherd (HD) 
1x Birchseed, Tall Statesman (HD) 
1x Skinbark, Fladrif (EN) 
1x Sam, Proper Poet (MM) 
2x Barliman Butterbur (FR) 
1x Albert Dreary (FR) 
1x Grown Suddenly Tall (TT) 


before you're ready to swarm. 
Site 7: Draws cards on a massive 


scale. This one is a real game-break- 


er. 

Site 8: Plays a minion (Gollum) from 
the discard pile. 

Site 9: Draws cards. 


What else could a Moria deck ask 
for? 

Oh, you want some cool minions, 
too? Sure! Ulairé Cantéa, Faster than Winds 
is one of the greatest swarm tools ever. 
He can get rid of pesky anti-swarm 
Free Peoples possessions before they 
can be used: Aragorn’s Bow, Frying Pan, 
Bow of the Galadhrim, Gimli’s Battle Axe, 
and the trusty Hobbit Sword. Since 
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2x Grimir, Dwarven Elder (FR) 

1x Thrarin, Dwarven Smith (FR) 

4x A Wizard is Never Late (FR) 

4x Out of Darkness (RK) 

4x Delving (FR) 

3x Mithril Shaft (FR) 

2x Frying Pan (MM) 

4x Severed His Bonds (TT) 

4x Hobbit Intuition (FR) 

3x Power According to His Stature (FR) 

SHADOW (50) 

2x Ulairé Enquéa, Lieutenant of Morgul 
_ (FR) 

3x Ulairé Cantéa, Faster than Winds (RK) 

2x Morgul Whelp (RK) 

1x Held Ground (RK) 

1x Gollum, Stinker (HD) 

1x Evil-smelling Fens (HD) 

2x Orc Insurgent (EN) 

4x Goblin Runner (FR) 

4x Goblin Sneak (FR) 

4x Moria Scout (FR) 

4x Goblin Scavenger (FR) 

1x Guard Commander (FR) 

2x Goblin Flankers (MM) 

4x Goblin Scimitar (FR) 

4x Goblin Armory (FR) 

3x Goblin Swarms (FR) 

2x Relics of Moria (FR) 

4x They Are Coming (FR) 

2x The Underdeeps of Moria (FR) 

ADVENTURE PATH (9) 

Isengard Ruined (RK) 

Rohirrim Camp (RK) 

Hall of Kings (RK) 

Anduin Banks (RK) 

City Gates (RK) 

Minas Tirith First Circle (RK) 

Osgiliath Crossing (RK) 

Northern Ithilien (RK) 

Haunted Pass (RK) 





Frodo will lose fights right and left to 
Orcs and Nazgul, Morgul Whelp is a 
great choice for this deck. Not only 
does he help Cantéa use his text, he’s 
a huge minion for just one pool. 

For the final trick of the day, look 
to Held Ground. Against swarm decks, 
many players find themselves playing 
lots of extra companions on the table. 
This leaves you with only one option: 
Ulairé Enquéa, Lieutenant of Morgul. He’s a 
brutal killer, and works even better in 
conjunction with Held Ground. Not 
only will playing this condition get you 
a couple extra wounds, it can also 
trash a few Free Peoples possessions 
during the maneuver phase when 
Enquéa works his magic. & 
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2nd Edition 
by John Jackson Miller and Joyce Greenholdt 


Identify and price every collectible card game printed in English 
with this one-of-a-kind reference. Experts provide reviews of 
more than 550 releases/and accurate prices for more than 
100,000 cards. Helpfulfor those who use card storage pages, 
card lists are separated into nines. Checkboxes help you keep 
an inventory of your collection, plus identify a wish list. Also 
contains expanded coverage of collectible miniatures games, 
with sections on Mage Knight, Mechwarrior, and HeroClix. 


Softcover ® 8-1/2x11 * 704 pages 
; ? 700 b&w photos * 16-page color section 
wee «= 6item# SCCG2 * $22.99 
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» Desc! : 


“it is not only the lists, but the extra info that truly makes this 
first-of-its-kind book shine.” 


— customer review of first edition posted to amazon.com 


LILLE CELE LL GLU Ss CU, 
by Brian Tinsman 


Publish, market, and sell your great game idea with help from this 
how-to guide! This unique resource explains game creation, avail- é 
able markets, finding a publisher, and how the industry works for Hoi fo Invent ay. an 

i] . . : . -e ard Games pt, PEN Boar. 
all game types, including role-playing, collectible cards, miniature Ve OCD AVG 
games, and board games. Special sections feature information i hing int Betyy. 7 
on self-publishing, frequently asked questions, publisher con- 
tacts, and in-depth interviews with successful game/inventors. 


Softcover 6x9 168 pages 
75 b&w photos Item#GIH $14.99 
ee) 


“A great read! Tinsman has collected facts, legends, and perspectives “Much more than a how-to treatise, this book paints a remarkable detailed 
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from all facets of our business. Think you’ve designed the next picture of the game industry by presenting the perspectives of a distinguished 

Monopoly game? This book is for you.” group of experienced game inventors and publishers.” 

— Michael Gray, Senior Director of Product Design, Hasbro Games —R. Wayne Schmittberger, Editor in Chief, Games Magazine 
f ie Tt 
ame_____ Phone _________ |_| SCCG2_| Scyre CCG Checklist & Price Guide | $22.99 | | 
SPC Ee ee | amie innentnts een $14.99] | 
i City State Zip Sales Tax: CA, IA, IL, KS, NJ, PA, SD, TN, WI 
i Check/Money Order Enclosed, payable to Krause Publications residents please add appropriate sales tax. 





‘ Charge my: OVisa Mastercard © Discover/Novus © American Express Shipping & Handling pate 
Subtotal EST 
1 Card# Exp. Signature 


naa Se eS oo Total 
Mail completed order form with payment to: Krause Publications, Offer C13Z, PO Box 5009, lola WI 54945-5009 a lay oe het sd oa 


Shipping & Handling: $4.00 1st book, $2.25 each additional to US addresses. 
, $20.95 1st book, $5.95 each additional to non-US addresses. 
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TRADING CARD GAME 


by Joe Alread 
LotR TCG Development 
Manager 


The goal is simple: 
Every time a new set of 
The Lord of the Rings 
TCG is released, we 
want players to be excit- 
ed about the new strate- 
gies and deck types 
available to them. We 
want them to sit down to 
an essentially new game 
that, while still the same 
TCG they know and love, 
is slightly different than 
the one they were playing 
a few months earlier. The 
things they've enjoyed 
from months past should 
still be there, but there 
should be something new 
and exciting looming over 
them, something that they'll now 
need to master in order to continue 
in their understanding of the game. 

So what were we going to do when 
it was time to design Return of the 
King? How were we going to re-create 
the way The Lord of the Rings TCG 
was played? We documented some of 
the strategies players used in the 
tournament environment and 
“attacked” them. In other words, we 
tried to change some of the basic 
ways players played by introducing a 
couple of new mechanics into the 
game. The two things we attacked in 
Return of the King were: 


e With the exception of Frodo, 
characters dying had little to no 
“cost.” 

e Players always want to play as 
many cards as possible so that they 
can draw more cards and then play 
even more cards. 


The attack on each of these stan- 
dards led to the two mechanics you'll 
find throughout the Return of the 
King set: threats and initiative. 


Initiative. Initiative is something 
a side either has or does not have. At 
all times, either the Free Peoples 
player or Shadow player(s) have ini- 
tiative. The rule of initiative is sim- 
ple: If the Free Peoples player has 
four or more cards in hand, then the 
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Free Peoples has initiative. Otherwise 
the Shadow has initiative. With lots 
of cards in Return of the King revolv- 
ing around initiative, the days of 
always playing as many cards as 
possible are now gone. Is it worth 
playing your last card in your 
Fellowship phase, or should you hold 
on to initiative instead? Along with 
making decisions like that, there are 
strategies that involve you attempting 
to take initiative away from your 
opponent and using it to your own 
advantage. 

Along with creating scenarios 
involving risky card plays, the 
mechanic also allowed us to address 
another minor problem in the game: 
hand jam. Have you ever had a 
handful of Nazgul that you couldn't 
play because you weren't getting 
enough pool from your opponent? 
That's hand jam, and it’s a terrible 
experience for a Lord of the 
Rings TCG player. Many of the 
costs in Return of the King 
involve discarding cards from 
your hand, thus allowing you to 
discard those expensive Nazgul 
that you don’t have the pool to 
pay for. 


Threats. Threats are the 
mechanic that gives a cost to 
the death of one of your unim- 
portant companions. Threats 
are tokens that are placed in 
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the dead pile and are 
added and removed, 
much like burdens. 
Whenever one of your 
Free Peoples characters 
dies, you must place those 
threats onto your remain- 
ing fellowship as wounds. 
Imagine having five threats 
out — do you really want 
your Dwarf Guard to fight 
that Cave Troll for you? 
Multiple cards in Return of 
the King add large amount 
of threats and then remove 
them at the end of the turn, 
creating one-turn scenarios 
where your one goal is to 
keep everybody in your 
Fellowship alive at all costs. 
Other strategies involve 
adding threats and removing them 
for other in-game bonuses, such as 
extra strength, wounds, or card 
plays. The Free Peoples player can 
get in on the action as well, with 
Aragorn, Driven by Need, who is strength 
+1 for each threat and Gimli’s Battle 
Axe, Trusted Weapon, which has three 
powerful abilities depending on the 
number of threats it can spot. 


a 


The best part is that everything 
I've said here is only the tip of the 
iceberg. Along with threats and ini- 
tiative there are Ringwraith-culture 
Orcs (a first!), Denethor, Rohan, and 
Gondor equipment for Pippin and 
Merry, respectively, and lots more. 
There’s a whole new world for 
Lord of the Rings TCG players to S 
explore in this set! 
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and other cultural mechanics 


While initiative and threats are the 
big new mechanics that weave 
through all of The Return of the King 
set (and the King Block), I'm going to 
come at things from a different angle 
and talk about some of the new 
mechanics that relate to specific cul- 
tures, and even a new take on the 
site path. 


Sauron on the march. Until this 
point in the trilogy, the forces of 
Sauron guarded their borders and 
escorted prisoners — now they go on 
the attack! 

A subset of the minions in the cul- 
ture gain the keyword “besieger,” but 
probably more importantly, a site 
number of five. This subset also 
makes use of “engines,” tools of 
siege-craft long prepared for the 
assault on Gondor. 

Central to the besiegers will be 
the mechanic of site control, initially 
introduced in The Two Towers. 
While we first saw it there, the 
Sauron culture didn’t really do too 
much with it — until now. The 
emgines help to control sites, as well 
#s providing damaging bonuses once 
the sites are in hand. The besiegers 
themselves provide hand extension 
by stacking on controlled sites. Of 
course, we'll see this mechanic 
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expanded in the Siege of Gondor set 
in March. 


On second thought. One of the 
automatic decisions in The Lord of 
the Rings TCG has always been for 
the Fellowship to stop moving at site 
six and take one last deep breath 
before moving into the last three 
sites. Obviously, the five wounds of 
sanctuary healing has a lot to do 
with that. 

When we started work on The 
Return of the King, we decided that 
we wanted to shake up that pattern. 
The decision about whether to move 
again is one of the more interesting 
and fun ones that players face, so it 
seemed a shame to have an “auto- 
matic” choice so close to the end of 
the site path. 

The approach that we took was to 
put big incentives on each site six to 
move again. Obviously, this will do 
more to help the trailing player, as 
he'll be able to play on his own site 
six (or encourage that leading player 
to include a card like Pathfinder in her 
deck). These sites are culturally spe- 
cific and allow a player who moves 
again to heal all companions of that 
culture. Depending on the situation, 
this can provide more total healing 
than the sanctuary normally does. It 
will be interesting to see what impact 
this has on high-level play, as it’s 
still a risky maneuver. 


One-cost Ringwraith minions? 
Okay, so the Orcs we've added are 
actually Ringwraith-culture minions 
and not Nazgul, but it’s still a depar- 
ture for the culture to have smaller 
minions available (excluding Bill Ferny 
from Mines of Moria). The 
Ringwraiths themselves start to take 
on the roles of leaders and big hitters 
instead of the core of the culture. 

The Ringwraith Orcs revolve 
around improving the survivability 
and potency of the Nazgul; they'll 
provide new challenges and options 
for Ringwraith deck-builders. These 
guys will also get stronger as Frodo 
starts to wear down and carry more 
wounds. 
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TRADING CARD GAME 


by Tom Lischke 
LotR TCG Senior 
Game Designer 
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Some Shire toys. Well, actually, 
some cards that were Shire culture but 
were moved out to Rohan and Gondor. 
Merry and Pippin get some new ways 
to play in The Return of the King. Both 
gain armor and a sword, transforming 
them into fighters. With the increase in 
strength and the decrease in vitality, 
they look more and more like Gondor 
or Rohan companions, with the differ- 
ence being their ability to easily access 
the Shire verb cards. 


Watering the grass. The Rohan 
culture will finally get to do some fight- 
ing on the open plains. In testing, we 
called this the “lawn-care” program. 
Rohan receives several new horses, 
including Snowmane, Windfola, and Swift 
Steed, and a number of the companions 
get stronger as more plains come into 
play. 

For this reason, an interesting card 
is Strong Arms, which can actually create 
plains sites. This card shares a trait 
with the new site sixes from the site 
path, in that it helps a player who's 
trailing and is thus able to play Strong 
Arms onto the site he is moving to 
instead of the one he is moving from. 
Otherwise, a player has to squeeze in 
Pathfinders or a card like Grimbold tha 
yields extra plains sites. j S 
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1. «The One Ring, The Ruling Ring C 
Response: If bearer is about to take a wound in a skirmish, he 
wears The One Ring until the regroup phase. While wearing 
The One Ring, each time the Ring-bearer is about to take a 
wound during a skirmish, add a burden instead. +1/- 


2. «The One Ring, Such a Weight to say 4 





Maneuver: Add a burden to wear The One Ring until the 
regroup phase. While wearing The One Ring, each time the 
Ring-bearer is about to take a wound, add a burden instead. 
+2/- 








3. Battie Tested U0 
Event « Skirmish. Make a Dwarf strength +2 (+4 if you spot a 
card stacked on a [Dwarven] condition). 

4. Calculated Risk C2 
Event * Fellowship. Spot a Dwarf and add a threat to draw 3 
cards. 

5. Dark Ways R 0 
Condition * Support Area. To play, spot a Dwarf. Each time the 
fellowship moves, add a threat or discard this condition. 
Regroup: Discard this condition to heal a Dwarf twice and take 
a [Dwarven] skirmish event into hand from your discard pile. 


6. «Gimli, FaithfulCompanion = C -2 
Companion ¢ Dwarf. Damage +1. While you have initiative, 
Gimli is strength +2. 6/3/T 


7. «Gimli, Feared Axeman R 2 
Companion * Dwarf. Damage +1. Response: If a [Dwarven] 
condition is about to be discarded by an opponent, exert a 
Dwarf or discard a [Dwarven] card from hand to prevent that. 
6/3/A 


8. eGimii's Armor U 2 

Possession * Armor. Bearer must be Gimli. Response: If you 

have initiative and Gimli is about to take a wound, discard 2 

cards from hand to prevent that wound. 

9. eGimii’s Battie Axe, Trusted Weapon 
R 2 














Possession * Hand Weapon. Bearer must be a Dwarf. While 
you can spot a threat, bearer is damage +1. While you can 
spot 2 threats, bearer is strength +1. While you can spot 3 
threats, the fellowship archery total is +1. +2/- 


10. Loyalty Unshaken R 1 
Condition * Support Area. When you play this condition, you 
may stack 2 cards from hand here. Draw a card for each 
[Dwarven] card you stack. Skirmish: Make a Dwarf strength 
+2. Also, make that Dwarf damage +2 for each [Dwarven] 
card stacked on this condition. Discard this condition. 








11. Out of Darkness CA 
Event ¢ Skirmish. Make a Dwarf strength +2. You may also 
exert that Dwarf to draw 2 cards. 





12. Preparations R 2 
Condition * Support Area. Regroup: Exert a Dwarf companion 
to stack a card from your discard pile here. Skirmish: Wound 
a minion skirmishing a Dwarf once for each [Dwarven] card 
stacked here. Discard this condition. 

13. eReckless Pride U 2 
Condition. Bearer must be a [Dwarven] companion. Each min- 
ion gains this ability: “Assignment: Assign this minion to bear- 
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er of Reckless Pride.” Regroup: Discard this condition to draw 
4 cards. 





14. Slaked Thirsts U1 
Event « Maneuver. Spot a Dwarf to draw a card, or if this card 

is stacked on a [Dwarven] condition, spot a Dwarf companion 
and discard this event to exert a minion twice. 






U2 
Condition. Bearer must be an [Elven] companion. Each minion 
gains this ability: “Assignment: Assign this minion to bearer of 
Ancient Blade.” Regroup: Discard this condition to discard a 
minion and reconcile your hand. 
16. sArwen, Fair Elf Maiden 
Companion ¢ Elf. While skirmishing a fierce minion, Arwen is 


15. «Ancient Blade — 


Pee 
strength +3. 6/3/G 

17. eAsfaloth, Elven Steed ne 
Possession * Mount. Bearer must be an Elf. Skirmish: If bear- 
er is Arwen, exert her to make each minion skirmishing her 
strength -2. +2/- 

18. «Bow of the Galadhrim, Gift of 
Galadriel R1 
Possession * Ranged Weapon. Bearer must be Legolas. Each 


time you play an [Elven] skirmish event during a skirmish 
involving Legolas, you may heal him. +1/- 


19.CarefulStudy =  # U1 
Event « Regroup. Spot an Elf and discard 3 cards from hand to 
reconcile your hand. 


20. Defiance Crt 
Event ¢ Skirmish. Make an Elf strength +2 (or +4 if skirmish- 
ing a Nazgil). 

21. ¢Elrond, Elven Lord R 4 
Companion « Elf. To play, spot Aragorn or an Elf. At the start of 
each turn, you may exert Elrond to heal a character bearing an 
artifact. 8/4 

22. Hope Comes R 2 
Condition * Support Area. To play, spot 2 Elves. Response: If 
an [Elven] skirmish event is played, discard this condition to 
draw 3 cards. 


23. Into the West Cc 0 
Condition * Support Area. Regroup: Exert an Elf to reveal the 
top card of your draw deck. If it is an [Elven] card, remove 3 
threats. Place the revealed card beneath your draw deck. 

24. Leaving Forever RO 
Condition * Support Area. To play, spot 3 Elves. Each time the 
fellowship moves, add a threat or discard this condition. 
Regroup: Discard this condition to discard a condition or draw 
2 cards. 

25. «Legolas, Fearless Marksman R 2 
Companion ¢ Elf. Archer. Archery: If you have initiative, discard 
4 cards from hand to wound a minion. 6/3/A 

26. «Legolas, Nimble Warrior C2 
Companion Elf. Archer. Archery: If you cannot spot a threat, 
add a threat to make the fellowship archery total +1. 6/3/T 


27. Mirkwood Bowman > al 

















Event * Archery. Exert 2 [Elven] companions to discard the top 
3 cards of your draw deck. Make the fellowship archery total 
+1 for each [Elven] card discarded. 
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28. sShadow Between R 2 
Condition * Support Area. To play, spot an Elf. At the start of 
your regroup phase, you may discard this condition or a card 
from hand to heal an Elf. 

29. Still Needed — C2 
Event * Skirmish. Make an Elf strength +2. You may place this 
event on top of your draw deck. 

30. Uncertain Paths C1 
Event * Skirmish. Make an Elf strength +2 and you may shuffle 
your draw deck. 








31. All Save One C2 
Event ¢ Skirmish. Make Gandalf strength +2 (or +4 and dam- 
age +1 if you have initiative). 

33. Citadel to Gate R 5 
Event * Fellowship. Exert Gandalf twice to remove all threats 
and to heal all companions of one culture (except [Gandalf] ). 


34. Echoes of Valinor Cc 1 
Condition * Support Area. Each time Gandalf wins a skirmish, 
you may exert him to draw 2 cards. 


35. Fool's Hope U3 
Event ¢ Fellowship. Spot Gandalf and discard 2 cards from 
hand to make an opponent discard all but 2 Shadow condi- 
tions. 


36. eGandalf, Defender of the West C 4 
Companion * Wizard. While you cannot spot 3 companions of 
the same culture, Gandalf is strength -2. 9/4/G 

37. «Gandalf, Manager of Wizards R 4 
Companion ¢ Wizard. Skirmish: Place 3 cards from hand on 
top of your draw deck to make a minion skirmishing an 
unbound companion strength -3. Any Shadow player may 
place 3 cards from his or her hand on top of his or her draw 
deck to prevent this. 7/4/T 

38. eGandalf’s Staff, Focus of Power R 2 
Artifact « Staff. Bearer must be Gandalf. While you can spot 4 
twilight tokens, Gandalf is strength +1. -/1 


39. «Glamdring, Elven Blade R 2 
Possession * Hand Weapon. Bearer must be Gandalf. He is 
damage +1. Skirmish: If you have more cards in hand than 
each opponent, discard 2 cards from hand to make an oppo- 
nent exert a minion. +2/- 














aay oR 
Event ¢ Fellowship. Spot Gandalf to heal an unbound compan- 
ion twice. 


41. intimidate C2 
Event * Response. Spell. If a companion is about to take a 
wound, spot Gandalf to prevent that wound. 

42. King’s Advisor U 2 
Event * Maneuver. Exert Gandalf twice to make an opponent 
exert a minion for each [Rohan] companion you spot. 


43. Light the Beacons R 3 
Event * Maneuver. Exert Gandalf three times (or twice if you 
have initiative) to make all unbound companions of one cul- 
ture (except [Gandalf] ) strength +3 until the regroup phase. 
44. «Moment of Respite R 2 
Condition * Support Area. At the start of your regroup phase, 
you may discard 2 cards from hand to heal Gandalf. 
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45. Numenor’s Pride U1 
Condition « Support Area. To play, spot Gandalf and add 3 
threats. Gandalf is defender +1 and cannot take wounds. 
Discard this condition at the start of the regroup phase. 

46. Peace of Mind phe Cc 
Event * Regroup. Spot Gandalf to heal an unbound Hobbit 3 
times. 

47. Sharpen Your Swords U1 
Event * Skirmish. Spot Gandalf to make a [Gondor] compan- 
ion strength +1 for each [Gondor] companion you spot (limit 
+4 


48. Stay This Madness R 0 
Condition * Support Area. To play, spot Gandalf. Each time the 
fellowship moves, add a threat or discard this condition. 
Regroup: Discard this condition to wound 2 minions. 

49. «Steadfast Champion U 2 
Condition. Bearer must be Gandalf. Each minion gains this 
ability: “Assignment: Assign this minion to Gandalf.” Regroup: 
Discard this condition to discard a minion and heal a compan- 
ion 3 times. 

50. Terrible and Evil 3 
Event * Maneuver. Spell. Exert Gandalf X times to wound a 
minion X times. If that minion is a NazgQil, wound it again. 


32. The Board Is Set — eeAe 
Event * Response. Spell. If an event is played, exert Gandalf to 
make that opponent remove [2] or cancel that event. 


51. Undaunte: C 2 
Event « Skirmish. Exert Gandalf to make him strength +1 for 
each twilight token you spot (limit +8). 

52. Wizard Staff C.2 
Possession ¢ Staff. Bearer must be a Wizard. Skirmish: Exert 
bearer twice to make a minion strength -3. +1/- 


























53. Captured by the Ring -¢€0 
Event « Shadow. Play Gollum from your draw deck or discard 
pile to add a threat. 


54. Clever Hobbits U 2 
Event ¢ Skirmish. Discard any number of [Gollum] conditions. 
For each condition discarded, make Sméagol strength +3 and 

damage +1. 


55. Days Growing Dark U2 
Condition * Support Area. Fellowship: Discard 3 cards from 
hand to play Sméagol from your discard pile. 


57. «Fat One Wants It R 1 
Condition * Support Area. Each time Gollum or Sméagol is 
played, add a threat. Regroup: Discard this condition to return 
Gollum to his owner's hand. 

58. «Gollum, Plotting Deceiver R 2 
Minion. If you have initiative during the Shadow phase, you 
may play this minion from your discard pile. 5/4/3 

59. «Gollum, Vile Creature C2 
Minion. Skirmish: Exert Gollum twice or remove a threat to 
make him strength +2. 5/4/3 

60.Heavy Burden ge °° &\U1 
Condition * Support Area. Regroup: Discard Gollum and 
remove a threat to add a burden. 














w «§ 
- 
<= 
Oo 
e 5 
: 
i) 


é yandalf rwice to remove all threats 
and to heal all companions of one culture 
{except er). 

: Wherever be catne men’s hearts would lift agatin; 
Grae and the winged shadows pass from menery,” 





Dhase, you may play em front B 
you discard d pile. 4 


61. Hobbitses Are Dead R 1 
Event * Skirmish. Spot Gollum or Sméagol to make a Nazgil, 
[Sauron] minion, or (Gollum) minion strength +2. If you have 
initiative, you may play this event from your discard pile; place 
it under your draw deck instead of discarding it. 

62. It's Mine C1 
Condition « Support Area. Shadow: Remove [1] and exert 
Gollum to discard the top card of your draw deck. If that card 
is a [Gollum] or [Ringwraith] card, take it into hand. 


63. Let Her Deal With Them R1 
Condition. To play, spot Gollum or Sméagol. Bearer must be a 
minion. Limit 1 per bearer. Bearer is damage +1. If you have 
initiative during the Shadow phase, you may play this condi- 
tion from your discard pile. 


64. Nasty 

Event + Skirmish. Make Sméagol strength +1 for each 
[Gollum] card you Spot. 

65. Never Cc 
Condition * Support Area. To play, spot Sméagol. Regroup: 
Discard Sméagol to remove 2 threats. 


66. No Safe Places R 2 
Event * Regroup. Exert Sméagol to reveal an opponent's hand. 
That opponent must discard a card for or each culture revealed. 


67. «Plotting | 

Condition * Support Area. To play, spot Gollum and add up to 
9 threats. Gollum is strength +2. Discard this condition and 
remove 9 threats at the start of the regroup phase. 


68. Scouting R 
Condition * Support Area. To play, spot Sméagol. Each time 
the fellowship moves, add a threat or discard this condition. 
Maneuver: Discard Sméagol to discard a minion. An opponent 
may exert a minion twice to prevent this. 


69. Secret Paths R 2 
Condition * Support Area. To play, spot Sméagol and add 2 
threats. The move limit for this turn is +1. Discard this condi- 
tion at the end of the turn. 


70. Serving the Precious R 3 
Event ¢ Fellowship. Discard Sméagol to play a companion 
from your discard pile. 

71. *Sméagol, Always Helps RO 
Companion. Ring-bound. To play, add a burden. Assignment: 
Assign a minion to Sméagol and add 2 threats to exhaust that 
minion. 3/4/F 


72. «Sméagol, Hurried Guide c 0 
Companion. Ring-bound. To play, add a burden. Skirmish: If 
you have initiative, discard 2 cards from your hand. Sméagol 
cannot be overwhelmed unless his strength is tripled. ae 


73. Sneaking! R 2 
Event ® Skirmish. Stealth. Heal Sméagol (or cancel Sméagol's 
skirmish if he has more vitality than the minion or minions he 
is skirmishing). 

74. So Polite R 0 
Event * Shadow. Play Gollum from your discard pile to add [1] 
for each threat you spot. 


75. Sweeter Meats ee 
Event « Response. If a minion is about to take a wound, spot 
Gollum to prevent that wound. 


56. The Dead City R 
Condition. Stealth. Bearer must be Sméagol. If Sméagol is 
about to be killed in a skirmish, he is discarded instead. 


76. Very Nice Friends c 0 
Event * Regroup. Play Sméagol from your discard pile to play 
the fellowship's next site (replacing an opponent's site if nec- 
essary). If you do not move again this turn, discard your 
hand. 

77. «We Hates Them U2 
Condition. Bearer must be Sméagol. Each minion gains this 
ability: “Assignment: Assign this minion to Sméagol.” 
Regroup: Discard this condition to discard a minion and play a 
companion from your discard pile. 

78. Where Shall We Go U 
Event * Skirmish. If you have initiative, discard 2 cards from 
hand to wound a minion Sméagol is skirmishing twice. 
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. *Andu 
Artifact * Hand Weapon. Bearer must be Aragorn. Discard 
other weapons he bears. He is damage +1 and cannot bear 
other weapons. Fellowship or Regroup: If the fellowship is at 
any site 2 or any site 5, play the fellowship’s next site (replac- 
ing opponent's site if necessary). +2/+1 


, Flame 





80. eAnduril, King’s Blade R 3 
Artifact * Hand Weapon. Bearer must be Aragorn. If you can- 
not spot a threat, Aragorn is defender +1. +2/- 

81. «Aragorn, Captain of Gondor 
Companion * Man. Knight. At the start of each fellowship 
phase, you may add [2] to heal another [Gondor] companion. 
8/4/A 
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364. «Aragorn, Driven by Need P 4 
Companion * Man. While you cannot spot 4 threats, Aragorn 
is strength +1 for each threat. Regroup: Exert Aragorn twice to 
remove 3 threats. 7/4/G 


82. °Cirion C2 
Companion * Man. While you have only 4 or 5 cards in hand, 
Cirion is strength +2. 5/3 


83. City of Men C 1 
Event * Skirmish. Make a [Gondor] Man strength +2. If that 
Man is skirmishing a [Sauron] minion, discard that minion at 
the end of the skirmish. 


84. Dagger Strike co 
Event ¢ Skirmish. Make a [Gondor] or [Shire] companion 
bearing a hand weapon strength +2 and damage +1. 


85. sDenethor, Steward of the City R 2 
Companion * Man. Fellowship: Play a [Gondor] knight. That 
knight's twilight cost is -2. Each time a Shadow card adds a 
threat, add a burden. Each time a Shadow card adds a burden, 
add a threat. 8/3/A 


86. ~Denethor, Wizened Steward C 2 
Companion * Man. Denethor is strength +1 for each other 
[Gondor] Man you can spot (limit +4). S/S/A 


87. «Derufin R 2 
Companion * Man. Regroup: While you have exactly 5 cards in 
hand, you may exert Derufin to discard an engine, machine, or 
possession. 6/3 

88. «Dervorin U 2 
Companion * Man. At the start of the regroup phase, if you 
have only 4 cards in hand, you may spot another [Gondor] 
Man to discard a minion . 6/3 
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tion to place a [Gondor] fortification from your discard pile on 
top of your draw deck. 

96. Gondorian Captain 

Companion ¢ Man. Knight. Fellowship: Discard a fortification 
to remove a threat. 6/3 

97. sGondorian Merchant R 1 
Ally * Home 3[TT] * Man. Maneuver: If you have initiative, dis- 
card 2 cards from hand to make the site number of a minion 
+2 until the regroup phase. 6/1 

98. Gondorian Sword — U1 
Possession * Hand Weapon. Bearer must be a [Gondor] Man. 
Skirmish: Discard 3 cards from hand to make bearer damage 
+1. +2/- 

99. Great Gate | 
Event « Skirmish. Make a [Gondor] companion strength +2 
and, if you can spot 2 [Gondor] fortifications, exert a minion 
that companion is skirmishing. 

100. Greatest Stronghold R 2 
Event « Archery. Exert a [Gondor] Man and spot 3 fortifica- 
tions to make the fellowship archery total +2. 

















89. Duty of Two C1 
Event * Fellowship. Add 3 threats to heal all (Gondor) compan- 
ions. 


90. «Faramir, Stout Captain C 3 
Companion « Man. Ranger. To play, spot a [Gondor] Man. 
Each time Faramir wins a skirmish involving a fierce minion, 
you may exert Faramir to discard that minion. 7/3/T 


91. ¢Faramir, Wizard's Pupil R 3 
Companion * Man. Ranger. Fellowship: Play a [Rohan] Man to 
heal Faramir. Skirmish: Exert Faramir to make an unbound 
Hobbit strength +2. Skirmish: Exert Gandalf to prevent all 
wounds to Faramir. 7/3/F 


92. First Level a 
Condition * Support Area. Fortification. Maneuver: Exert a 
[Gondor] Man or spot a knight to transfer this condition from 
your Support area to a minion. -1/- 


93. Footman’s Armor — 

Possession * Armor. Bearer must be a [Gondor] Man. 
Response: If bearer is about to be overwhelmed, discard a 
[Gondor] fortification or a card from hand to make bearer 
strength +2. 


94. Condor Bow U1 
Possession * Ranged Weapon. Bearer must be a [Gondor] 
Man. If bearer is a knight, he or she is strength +1. Skirmish: 
Exert bearer to wound a minion he or she is skirmishing if that 
minion bears a fortification. 

95. sGondor Still Stands R 3 
Condition * Support Area. To play, spot 3 [Gondor] compan- 
ions. While no opponent controls a site, wound a minion at 
the start of each regroup phase. Regroup: Discard this condi- 
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101. Guarded © R 
Condition * Support Area. To play, spot 3 [Gondor] Men. Each 
time the fellowship moves, add a threat or discard this condi- 
tion. Regroup: Discard this condition to discard a minion (or 
all roaming minions). 

102. Hasty Repairs U1 
Condition * Support Area. To play, spot 3 [Gondor] Men. 
Regroup: While you have only 4 cards in hand, you may dis- 
card 2 cards from hand to play a [Gondor] fortification from 
your discard pile. 


103. Hearts Raised R 2 
Condition * Support Area. At the start of your regroup phase, 
you may spot a [Gondor] Man and discard a card from hand 
to remove a threat. 


104. Hidden Knowledge R 1 
Event * Fellowship. Spot a [Gondor] companion to reveal the 
top 5 cards of an.opponent’s draw deck. For each Shadow 
card revealed, add a threat. For each Free Peoples card 
revealed, place a [Gondor] token on one of your conditions 
with a [Gondor] token on it. Shuffle that draw deck. 


105. #1 Will Go C5 
Condition. Bearer must be a [Gondor] Man. If you have initia- 
tive, bearer is defender +1. 


106. singold C-2 
Companion ¢ Man. Knight. Fellowship: Discard a fortification 
to heal Ingold twice. 6/3 


107. *lorias U2 
Companion * Man. Response: If a possession or engine is 
played by your opponent, remove a [Gondor] token from your 
condition to make that opponent remove [1] . If he or she 
cannot, discard that possession or engine. 6/3 

108. Knight's Sword G7 
Possession « Hand Weapon. Bearer must be a [Gondor] Man. 
Skirmish: If you cannot spot 2 threats, add a threat to make 
bearer strength +1. +2/- 


109. Long Prepared U2 
Condition « Support Area. To play, add 2 threats. Skirmish: 
Exert a [Gondor] Man to wound a roaming minion that Man is 
skirmishing. Discard this condition at the start of the regroup 
phase. 


110. «Madril, Faramir's Aide U 2 
Companion * Man. Ranger. Skirmish: If you have initiative, 
discard 2 cards from hand to wound a roaming minion Madril 
is skirmishing. 6/3 

111. Man the Wallis C1 
Condition * Support Area. The site number of each minion 
skirmishing a [Gondor] Man is +1. 


112. «Noble Leaders R 1 
Condition * Support Area. When you play this condition, place 
a [Gondor] token here for each of the following characters you 
can spot: Aragorn, Boromir, Denethor or Faramir. Skirmish: 
Remove a token from here or discard this condition to make a 
[Gondor] companion strength +1 and damage +1. 


113. ePippin’s Armor R 0 
Possession * Armor. Bearer must be Pippin. While you can 
spot 3 [Gondor] Men, Pippin may take no more than 1 wound 
in a skirmish. +2/-1 





























114. ePippin’s Sword ae | 
Possession * Hand Weapon. Bearer must be Pippin. Skirmish: 
Exert Pippin twice make him strength +1 for each [Gondor] 
companion you spot. +2/- 

115. Ranger of Minas Tirith C2 
Companion * Man. Ranger. While skirmishing a roaming min- 
ion, this companion is strength +2 and damage +1. 5/3 

116. Ranger of Osgiliath C2 
Companion ¢ Man. Ranger. Regroup: Discard 2 cards from 
hand to exhaust a minion. 6/3 

117. Reckless Counter cd 
Event * Regroup. Spot 2 knights or exert 2 [Gondor] Men to 
liberate a site or discard any number of cards from hand. 


118. Second Level Cc 1 


Condition * Support Area. Fortification. Maneuver: Exert a 
[Gondor] Man or spot a ranger to transfer this condition from 


your support area to a minion/2 
119. sSeventh Leve R 5 


Condition * Support Area. Fortification. Skirmish: Exert 3 
[Gondor] Men to transfer this condition from your support 
area to a minion skirmishing a [Gondor] Man. -2/-2 

120. Stand to Arms UO 
Event * Skirmish. If you have initiative, discard 2 cards from 
hand to wound a roaming minion skirmishing a [Gondor] Man 
twice. 


121. Stout Resistance Cc 
Event * Skirmish. Add a threat to make a [Gondor] Man 
strength +3. 


122. «Strong and Old R1 
Condition * Support Area. To play, spot 2 [Gondor] Men. The 
twilight cost of each of your [Gondor] fortifications is -1. 
Response: If an opponent is about to control a site, discard 2 
[Gondor] fortifications to prevent this. 


123. Support of the C U0 
Condition « Support Area. Fellowship: Play a [Gondor] Man to 
place a [Gondor] token here. Fellowship: Play a [Gondor] 
companion. That companion’s twilight cost is -1 for each 
token here. Discard this condition. 


124. eTargon C 2 
Companion * Man. Ranger. Skirmish: If you have initiative, 
discard 2 cards from hand to wound a Man Targon is skif- 
mishing. 6/3 

125. Third Level U1 
Condition * Support Area. Fortification. Skirmish: Exert a 
[Gondor] Man or spot 2 rangers to transfer this condition 
from your support area to a minion skirmishing a [Gondor] 
Man. -/-/4 

126. «Unexpected Visitor U2 
Condition. Bearer must be a [Gondor] companion. Each min- 
ion gains this ability: “Assignment: Assign this minion to bear- 
er of Unexpected Visitor.” Regroup: Discard this condition to 
discard a minion and remove [4]. 


127. «Vorondil 
Companion * Man. While no opponent controls a site, 
Vorondil is strength +2. Regroup: Exert 3 [Gondor] Men or 2 
knights to liberate a site. 5/3 

128. While We Yet Live 

Event * Skirmish. Make a roaming minion skirmishing a 
[Gondor] Man strength -3. 
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129. *Bold Men and Grim R 1 
Condition * Support Area. To play, spot 2 [Raider] Men and 
add a threat. Each time a companion is about to be killed, you 
may remove a threat to discard a companion (except the 
Ring-bearer). Discard this condition at the start of the regroup 
phase. 

130. Dark Tidings C4 
Condition * Support Area. Regroup: Spot 2 [Raider] Men and 
remove [3] to add a threat (limit 1). 

131. Desert Fighter Cs 
Minion ¢ Man. Southron. At the start of each skirmish involv- 
ing this minion, you may remove [1] to add a threat. 8/2/4 
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132. Desert Nomad Cc 4 
Minion * Man. Southron. While you can spot 2 threats, this 
minion is damage +1. 9/2/4 


133. Desert Runner C2 
Minion * Man. Southron. Ambush [1] . When the Free Peoples 
player assigns this minion to a character and you have initia- 
tive, wound that character. 6/2/4 

134. Desert Scout — U 3 
Minion * Man. Southron. Ambush [1] . When the Free Peoples 
player assigns this minion to a character and you have initia- 
tive, wound that character. 8/2/4 





carded more than the Free Peoples player, add [1] . 
152. Mimak Commander R 8 
Minion * Man. Southron. To play, spot a [Raider] Man. While 
you can spot 6 threats, each time this minion wins a skirmish, 
the companion he was skirmishing is killed. 16/4/4 


153. Mimakil of the Harad C34 
Event * Maneuver. Spot a [Raider] minion to add [2] for each 
threat. 


154. New Strength Came Now C 2 
Event * Skirmish. Make a [Raider] Man strength +3 (or +6 if 
you have initiative). 

155. Raider Bow C 
Possession * Ranged Weapon. Bearer must be a [Raider] 
Man. Bearer is an archer and ambush [5]. 


156. Raider Halberd co 
Possession * Hand Weapon. Bearer must be a [Raider] Man. 
Skirmish: Exert bearer to add [2] . +2/- 


157. Red Wrath > U5 
Event * Skirmish. Exert a [Raider] Man to wound a companion 
he is skirmishing twice. 

158. Rout R 1 
Condition * Support Area. To play, spot a [Raider] Man. Each 
time the fellowship moves, the Free Peoples player must exert 
2 companions if you have initiative. 

159. Small Hope R 1 
Condition * Support Area. Maneuver: If you cannot spot 2 bur- 
dens, exert an Easterling to add a burden. Skirmish: Discard 
this condition to make an Easterling strength +2. 


160. Southron Bandit U 3 
Minion « Man. Southron. Maneuver: Exert this minion to add 
[5]. The Free Peoples player may add a threat to prevent this. 
8/2/4 





























161. Southron Brigand Cc 4 
Minion * Man. Southron. Shadow: Remove [3] and spot 3 
[Raider] Men to make one of those Men damage +1 until the 
regroup phase. 9/2/4 








135. Desert Sneak CG. 4 
Minion « Man. Southron. Ambush [1] . When the Free Peoples 
player assigns this minion to a character and you have initia- 
tive, wound that character. 5/2/4 


137. Desert Spearman Cs 
Minion * Man. Southron. At the start of each skirmish involv- 
ing this minion, you may remove [3] to wound a companion 
or ally he is skirmishing. 8/2/4 

136. Desert Soldier U4 
Minion * Man. Southron. At the start of each skirmish involv- 
ing this minion, you may remove [3] to wound a companion 
or ally he is skirmishing. 9/2/4 


138. Desert Villain U4 
Minion * Man. Southron. At the start of each skirmish involv- 
ing this minion, you may remove [1] to add a threat. 9/2/4 
139. Easterling Aggressor Cc 5 
Minion * Man. Easterling. Skirmish: If you have initiative or 
you spot 3 Easterlings, discard 2 cards from hand to heal 
another Easterling. 8/2/4 


140. Easterling Assailant c 4 
Minion « Man. Easterling. Skirmish: Remove a burden and 
exert this minion to heal another Easterling (or 2 Easterlings if 
you have initiative). 9/2/4 


141. Easterling Attacker ; C2 
Minion * Man. Easterling. Skirmish: Exert this minion to make 
him damage +1. 6/2/4 


142. Easterling Blademaster oS 
Minion « Man. Easterling. Skirmish: Exert this minion to make 


him damage +1. 8/2/4 


143. Easterling Footman R 4 
Minion ¢ Man. Easterling. Maneuver: If you cannot spot 2 bur- 
dens, spot another Easterling and discard a card from hand to 
add a burden. 9/2/4 

144. Easterling Ransacker c 4 
Minion * Man. Easterling. Skirmish: Exert this minion to make 

him damage +1. 9/2/4 


145. *Easterling Regiment R 5 
Minion « Man. Easterling. Fierce. Each time Easterling 
Regiment wins a skirmish, you may add [1] for each burden. 
11/3/4 

146. Easterling Sergeant U 3 
Minion ¢ Man. Easterling. Maneuver: If you cannot spot a bur- 
den, spot another Easterling and exert this minion to add a 
burden. 8/2/4 

147. Easterling Veteran U5 
Minion * Man. Easterling. Skirmish: Remove 2 burdens to heal 
another Easterling. 10/3/4 


148. Fierce in Despair R 7 
Event * Regroup. Spot 2 [Raider] Men to discard a companion 
(except the Ring-bearer). 


149. Great Beasts ref 
Condition * Support Area. To play, spot a [Raider] Man. 
Regroup: Remove [9] and spot 3 [Raider] Men to make the 
move limit -1. 

150. Harsh Tongues 
Condition * Support Area. To play, spot a [Raider] Man. 
Regroup: Remove [3] and spot a [Raider] Man to place a 
[Raider] token here. While there are 3 [Raider] tokens here, 
the Shadow has initiative regardless of the Free Peoples play- 
ers hand. 

151. Hosts Still Unfought UO 
Event « Maneuver. To play, spot 2 [Raider] Men. Discard any 
number of cards from hand. The Free Peoples player then dis- 
cards any number of cards from hand. For each card you dis- 
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162. Southron Captain 
Minion * Man. Southron. While you can spot 4 threats, this 
minion is damage +2. 13/3/4 

163. Southron Chieftain R 4 
Minion * Man. Southron. To play, spot a [Raider] Man. Each 
time the Free Peoples player assigns this minion to a charac- 
ter, the Shadow has initiative until the end of the turn. 9/2/4 
164. Southron Conqueror R 5 
Minion * Man. Southron. Archer. While you can spot 6 twilight 
tokens, other [Raider] Men are damage +1. While you can 
spot 9 twilight tokens, other [Raider] Men are damage +1. 
10/3/4 


165. Southron Intruder RE 
Minion * Man. Southron. Archer. While you can spot 3 twilight 
tokens, all [Raider] Men are strength +1. While you can spot 6 
twilight tokens, all [Raider] Men are strength +1. While you 
can spot 9 twilight tokens, all [Raider] Men are strength +1. 
11/3/4 











R5 
Minion * Man. Southron. Archery: Spot 4 Free Peoples cul- 
tures and either exert this minion or remove a threat to wound 
a companion (except the Ring-bearer). 10/3/4 


167. Southron Marksmen R 5 
Minion ¢ Man. Southron. Archer. Fierce. To play, spot a 
[Raider] Man. Archery: Exert this minion and remove a threat 
to make the minion archery total +1. 10/3/4 

168. Southron Thief U 3 
Minion * Man. Southron. Archery: Spot another [Raider] Man, 
spot 6 companions, and remove a threat to exert a compan- 
ion. 8/2/4 


169. Surging Up R 1 
Condition * Support Area. Regroup: Exert an Easterling and 
discard this condition to make the move limit -1 for this turn. 
The Free Peoples player may add 2 burdens to prevent this. 
Skirmish: Discard this condition to heal an Easterling. 

170. eSuzerain of Harad R 6 
Minion * Man. Southron. Archer. While you have initiative, the 
Ring-bearer cannot take wounds during the archery phase and 
this minion is ambush [8]. 11/3/4 
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171. Thrice Outnumbered 
Event * Regroup. Spot a threat and X [Raider] Men to make 
the Free Peoples player exert X companions (limit 3). 


U 3 


172. Troop of Haradrim ¢s 
Minion * Man. Southron. While you can spot 2 threats, this 
minion is an archer. While you can spot 3 threats, this minion 
is fierce. While you can spot 4 threats, this minion is damage 
+1. 10/3/4 


173. War Towers ee Po4 
Event * Maneuver. Spot a [Raider] minion to add a threat. Add 
an additional threat for each companion over 4. 


174. Called — U 1 
Condition * Support Area. Assignment: Remove 5 threats to 
assign a Nazgil to a companion (except the Ring-bearer). The 
Free Peoples player may discard that companion. 


175. Corrupt U1 
Event * Skirmish. Make a Nazgdll strength +1 for each Free 
Peoples culture you spot. 

176. Disposable Servants U1 
Event * Regroup. Spot a Nazgill to discard any number of 
cards from your hand. The Free Peoples player then discards 
any number of cards from his or her hand. For each card you 
discarded more than the Free Peoples player, add a threat. 


177. Feel His Blade R 2 
Condition * Support Area. Skirmish: Transfer this condition 
from your support area to a character skirmishing a Nazgil. 
During the turn this card is transferred, the Shadow has initia- 
tive, regardless of the Free Peoples player's hand. 


178. Foul Clutches U1 

Event « Skirmish. Discard 3 cards from hand to make a Nazgil 

Strength +3. 

179. Ghastly Host R 2 

Condition * Support Area. Shadow: Spot a Nazgiil and remove 

a threat to play a Nazgill. Its twilight cost is -2. 

180. «Gorbag, Lieutenant of Cirith | oer", 
R 5 

Minion * Orc. While you can spot a Nazgiil, Gorbag is strength 

+2 and damage +1. 11/3/4 


181. «Held Groun R 1 
Condition Support Area. To play, spot 2 Nazgiil and add up 
to 3 threats. Each time a companion is about to be killed, you 
may remove a threat to discard up to 2 possessions. Discard 
this condition and remove 3 threats during the regroup phase. 


182. Loathsome SY R 2 
Event * Response. If a skirmish involving a Nazgdll is about to 
end, discard a possession borne by a companion in that skir- 
mish. 


183. Mind and Body R 1 
Event * Response. If a Nazgil kills a character, wound each 
character bearing a [Ringwraith] condition. 

184. More Unbearable C.1 
Condition * Support Area. To play, spot a Nazgdl. Regroup: 
Discard a NazgGl to place a [Ringwraith] token on this card. 
While there are 3 [Ringwraith] tokens on this card, the 
Shadow has initiative, regardless of the Free Peoples player's 
hand. 


185. Morgul Answers U1 
Condition * Support Area. To play, spot a Nazgil. Skirmish: 
Remove [3] and spot 3 Nazgl to discard a possession or 
condition borne by a companion a Nazgil is skirmishing. 


186. Morgul Axe Cul 
Possession * stand Weapon. Bearer must be a [Ringwraith] 
Orc. While you can spot 2 wounds on the Ring-bearer, bearer 
is damage +1. +2/- 

187. Morgul Brawler U4 
Minion * Orc. While the Ring-bearer is exhausted, this minion 
is strength +3, fierce and damage +. 101 /4 


188. Morgul Brute a: 
Minion * Orc. When you play this minion, you may spot a 
NazgGl to add a burden. The Free Peoples player may wound 
the Ring-bearer to prevent this. Skirmish: Remove a burden to 
make this minion strength +3. 6/2/4 
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189. Morgul Cur C 3 
Minion ¢ Orc. While you can spot a Nazgdl, this minion is 
strength +2. 8/2/4 

190. Morgul Destroyer U2 
Minion « Orc. When you play this minion, you may spot a 
Nazgill to add 2 threats. The Free Peoples player may wound 
the Ring-bearer to prevent this. Skirmish: Remove a threat to 
make this minion strength +3. 6/2/4 


191. Morgul Detachment R 7 
Minion ¢ Orc. While you can spot a Nazgdil, this minion is 
fierce and damage +1. 15/4/4 

192. Morgul Hound C2 
Minion * Orc. While you can spot 2 wounds on the Ring-bear- 
er, this minion is strength +4 and fierce. 5/2/4 


193. Morgul Lackey C 2 
Minion * Orc. Skirmish: Exert this minion to make a Nazgil or 
[Ringwraith] Orc strength +1. 6/2/4 


194. Morgul Mongrel Cis 
Minion ¢ Orc. While you can spot 3 wounds on the Ring-bear- 
er, this minion is fierce and damage +1. 7/2/4 


195. *Morgul on the March U1 
Condition * Support Area. To play, spot a Nazgdil. Each time 
the Free Peoples player draws a card (except during the 
regroup phase), add a threat. Regroup: Discard a Nazgdl and 
this condition to add a threat. 

196. Morgul Predator C-5 
Minion ¢ Orc. Skirmish: Exert this minion to make a Nazgdl or 
[Ringwraith} Orc strength +1. 11/3/4 


197. Morgul Regiment R7 
Minion « Orc. For each Nazgil you can spot, the Free Peoples 
player must exert a companion to assign this minion to a skir- 
mish. Skirmish: Exert this minion to make a NazgOl or 
[Ringwraith] Orc strength +1. 15/4/4 


198. Morgul Ruffian ae: Cr? 
Minion ¢ Orc. While you can spot a Nazgdl, this minion may 
only take wounds during skirmish phases. 7 (A 



































199. Morgul Soldier C2 
Minion * Orc. Nazgl are strength +1. 6/2/4 
200. Morgul Spawn — Cc 4 


Minion * Orc. While you can spot a Nazgil, the Free Peoples 
player must exert a companion to assign this minion to a skir- 
mish. 9/2/4 

201. Morgul Spearman C2 
Minion ¢ Orc. While you can spot a Nazg@ll, the Free Peoples 
player must exert a companion to assign this minion to a skir- 
mish. 6/2/4 

202. Morgul Wheip U4 
Minion * Orc. While you can spot a wound on the Ring-bearer, 
this minion is strength +6. 3/1/4 

203. Nazgil Scimitar U1 
Possession * Hand Weapon. Bearer must be a [Ringwraith] 
minion. While you can spot 5 threats, bearer is damage +1. 
+1/- 

204. Out of Sight and Shot R 1 
Condition * Support Area. To play, spot a Nazgdl. Each time a 
companion is played, the Free Peoples player must exert a 
companion. Shadow: Spot a Nazgiil and discard this condition 
to play a Nazgill from your discard pile. 

205. Put Forth His Strength | R 1 
Condition * Support Area. To play, spot a Nazgdil. Shadow: If 
you have initiative and there are 3 characters in the dead pile, 
spot 3 burdens, 3 threats and a NazgGl to corrupt the Ring- 
bearer. 

206. «Stronghold of Minas Morgul § R 1 
Condition * Support Area. Response: If your [Ringwraith] min- 
ion wins a skirmish, place a [Ringwraith] token here (limit 1 
per site). Regroup: Spot 3 [Ringwraith} tokens here to exhaust 
the Ring-bearer. Discard this condition. 

221. «The Witch-king, Morgul King R 8 
Minion * Nazgill. Fierce. When you play The Witch-king, you 
may remove a threat to take a [Ringwraith] card into hand 
from your discard pile. The Ring-bearer cannot take threat 
wounds. 14/4/3 


207. Their Power Is in Terror 
Event « Maneuver. Exert a Nazgil to wound each ally. 
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208. There Came a Cry Cm 
Event * Shadow. Spot a Nazgil to add a threat (or 3 threats if 
you have initiative). 
209. Too Late Cc 1 
Condition * Support Area. Skirmish: Transfer this condition 
from your support area to a character skirmishing a Nazgil. 
Each time bearer exerts, add [1] . 
210. eUlairé Attéa, Wraith on Wings R 6 
Minion  Nazgil. Fierce. Shadow: If you have initiative, exert 
Ulairé Attéa and spot another [Ringwraith] minion to add a 
burden. 12/3/3 
211. Ulairé Cantéa, Faster Than Winds — 
: R 5 
Minion » Nazgdil. Fierce. When you play Ulairé Cantéa, add a 
threat for each companion over 4. Maneuver: Remove 2 
threats and spot another (Ringwraith] minion to discard a 
possession. 10/3/3 


212. «Ulairé Enquéa, Faster Than ‘ee ae 

















Minion * Nazgdl. Fierce. While you can spot 6 companions, 
Ulairé Enquéa i is damage +1. Each time a companion is killed, 
you may exert Ulairé Enquéa to exert the Ring-bearer. 11/4/3 


213. eUlairé Lemenya, Assailing Minion 
R 





Minion * NazgGll. Ulairé Lemenya is strength +1 for each other 
[Ringwraith] minion you spot. While you can spot 3 
[Ringwraith] minions Ulairé Lemenya is fierce. While you can 
spot 4 [Ringwraith] minions Ulairé Lemenya is damage +1. 
9/2/3 





214. *Ulairé Lemenya, Wraith on Wings © 
U4 

Minion * Nazgdl. Regroup: If you have initiative, discard Ulairé 

Lemenya to discard a possession. 9/2/3 

215. Ulairé Nelya, Assailing Minion R 5 

Minion * Nazgil. Fierce. Skirmish: Discard a [Ringwraith} min- 

ion to make Ulairé Nelya strength +2. 10/3/2 


216. *Ulairé Nelya, Black-Mantled ada 








Minion ¢ Nazgil. Fierce. Regroup: If you have initiative, Pe 
Ulairé Nelya to exert each Ring-bound companion. 10/3/2 


217. eUlairé Nertéa, Black-Mantied 
Wraith 


Minion * Nazgdil. Regroup: If you have initiative, discard Ulairé 

Nertéa to add a burden. 9/2/3 

218. Ula a, Black-Man Wra 
U4 


Minion « Nazgil. Regroup: If you have initiative, discard Ulairé 
Otséa to make the Free Peoples player exert a Ring-bound 
companion twice or return an unbound companion to his or 
her hand. 9/3/3 

219. *Ulairé Toldéa, Wraith on Wings R 6 
Minion  Nazgil. Fierce. While you have initiative and can spot 
a Nazgil, Ulairé Toldéa’s twilight cost is -6. 12/3/3 


220. War Long Planned € 4 
Event * Skirmish. Make a [Ringwraith] Orc strength +2 (or +4 
if you spot 2 wounds on the Ring-bearer). 

















223. Death They Cried — R 2 
Event « Maneuver. Spot a mounted [Rohan] Man to exert a 
minion. That minion’s owner may exert a companion and if he 
or she does so, you may exert a minion; repeat this sntil a 
player does not exert a character. 


222. «Déor Chl 
Ally * Home 3{TT] ¢ Man. Villager. Skirmish: If you have initia- 
tive, discard a card from hand to make a [Rohan] Man 
strength +1. 4/2 

224. eElfhelm, Marshal of Rohan U 2 
Companion * Man. Valiant. Skirmish: Exert Elfhelm to make 
him strength +1 for each uncontrolled plains site you can 
spot. 6/3 

225. Elite Rider C's 
Companion « Man. When this companion is in your starting 
fellowship, his twilight cost is -1. While skirmishing a wound- 
ed minion, this companion is strength +2. 6/3 














226. Enraged Horseman C2 
Companion * Man. While you can spot another [Rohan] Man 
and this companion is skirmishing a wounded minion, this 
companion is strength +2 and damage +1. 5/3 

227. «Eomer, Skilled Tactician R 3 
Companion * Man. Valiant. While you can spot a [Rohan] 
Man, Eomer’s twilight cost is -1. Fellowship: Play a [Rohan] 
companion to take a [Rohan] possession or [Rohan] skirmish 
event into hand from your discard pile. 8/3/A 

365. eEomer, Valiant Warchief P 3 
Companion * Man. Valiant. While you can spot a [Rohan] 
Man, Eomer's twilight cost is -1. Skirmish: If you have initia~ 
tive, discard 3 cards from hand to make Eomer strength +1 
for each valiant companion you spot. 7B 

228. Eowyn, Dernheim | R 2 
Companion Man. Valiant. While skirmishing a mounted min- 
ion, Eowyn is strength +2. While skirmishing a fierce minion, 
Eowyn is strength +2. 6/3/T 

229. «Eowyn, Restless Maiden C2 
Companion * Man. Skirmish: Discard a possession borne by 
Eowyn to make her strength +2. 6/3/A 


230. sEowyn’s Sword, Dernhelim’s Blade 
R 1 

















Possession * Hand Weapon. Bearer must be Eowyn. You may 
play this possession anytime you could play a skirmish event. 
When you play this possession, you may wound a minion 
Eowyn is skirmishing. +3/- 

231. Fey He Seemed U1 
Event * Skirmish. Make a [Rohan] Man strength +2 (or +3 and 
damage +1 if skirmishing a wounded minion). 

232. *Firefoot, Eomer’s Steed R 1 
Possession ¢ Mount. Bearer must be a [Rohan] Man. At the 
start of each skirmish involving bearer, each minion skirmish- 
ing bearer must exert. Regroup: If bearer is Eomer, exert him 
to discard a condition. Any Shadow player may remove [1] to 
prevent this. 

233. «Grimbold, Marshal of Rohan = R 2 
Companion ¢ Man. Valiant. Skirmish: Replace the fellowships 
site with your plains site of the same number to discard a card 
from hand. 6/3 


234. Guarded Fastness U1 
Event Maneuver. If you have initiative, discard 2 cards from 
hand to heal all [Rohan] allies. 


235. «Guthlaf, Herald C2 
Companion * Man. Skirmish: Discard a [Rohan] condition to 
make Guthlaf strength +1. 6/3 


236. *Herugrim, Sword of the Mark R 3 
Possession * Hand Weapon. Bearer must be Théoden. He is 
damage +1. Response: If Théoden is about to take a wound 
and you cannot spot 3 threats, add 2 threats to prevent that 
wound. +2/+1 

237. His Golden Shield c 0 
Event * Regroup. Spot 3 [Rohan] Men to make an opponent 
remove [1] or place a random card from hand beneath his or 
her draw deck. Do this once for each card in that player's hand 
when you play this event. 


238. Knights of His House U0 
Event « Maneuver. Choose an opponent. For each mounted 
companion you spot, that opponent must remove [1] or place 
a random card from hand beneath his or her draw deck. 
239. «-Léowyn R1 
Ally * Home 3[TT] * Man. Villager Fellowship: If you have ini- 
tiative, discard 2 cards from hand to heal a [Rohan] Man. 4/2 


240. Long Spear C4 
Possession * Hand Weapon. Bearer must be a [Rohan] Man. 
You may add a threat to play this possession anytime you 
could play a skirmish event. +2/- 


241. eMerry’s Armor RO 
Possession * Armor. Bearer must be Merry. While you can 
spot 3 [Rohan] Men, Merry cannot be overwhelmed unless 
his strength is tripled. 2/-1 

242. *Merry's Sword R 1 
Possession * Hand Weapon. Bearer must be Merry. Maneuver: 
Exert Merry twice to exert a minion once for each [Rohan] 
companion you spot. +2/- 
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243. Morning Came C1 
Event * Skirmish. Make a [Rohan] Man strength +4. Any 
Shadow player make place a random card from hand beneath 


his or her draw deck to make that Man strength +2 instead. 


244. Mustering for Battle U1 
Condition * Support Area. To play, spot 3 [Rohan] Men. 
Maneuver: Exert a [Rohan] companion twice or discard this 
condition to play a (Rohan) possession from your discard pile. 


245. Riding Armor — U1 
Possession * Armor. Bearer must be a [Rohan] Man. 
Response: If you have initiative and bearer is about to take a 
wound in a skirmish, discard 3 cards from hand to prevent 
that wound. 

246. Rohirrim Guard Cc 2 
Companion * Man. Skirmish: Discard a card from hand to 
exert a minion skirmishing this companion. 6/3 

247. Rohirrim Herdsman C4 
Ally * Home 3{TT] * Man. Villager. To play, spot 2 [Rohan] Men. 
Regroup: Discard 3 cards from hand to remove a threat. 4/2 
248. Rohirrim Javelin Cc 1 
Possession « Ranged Weapon. Bearer must be a [Rohan] 

















Man. Archery: Discard this possession to make the fellowship 
archery total +1. +1/- 
249. Seeking New Foes R 2 


Condition * Support Area. Skirmishes are resolved in an order 
decided by the first Shadow player. Each time a [Rohan] Man 
wins a skirmish, place a [Rohan] token here. Each [Rohan] 
Man is strength +1 for each token here. Discard this condition 
during the regroup phase. 

250. sSnowmane R 2 
Possession * Mount. Bearer must be a [Rohan] Man. At the 
start of each skirmish involving bearer, each minion skirmish- 
ing bearer must exert. Regroup: If bearer is Théoden, exert 
him to liberate a site. Any Shadow player may remove [2] to 
prevent this. 


251. Stern People R 3 
Condition * Support Area. To play, spot 2 [Rohan] Men. 
Regroup: Discard cards from hand equal to the number of 
cards in an opponent's hand to make the move limit +1 for 
this tum. Each Shadow player may take up to 4 cards into 
hand from his or her discard pile. Discard this condition. 


252. Strong Arms ae 
Condition. To play, spot a [Rohan] Man. Plays on a site. This 
site is a plains. Each [Rohan] Man is strength +1 at this site. 


253. Swift Steed C2 
Possession * Mount. Bearer must be a [Rohan] Man. While at 
a plains site, bearer takes no more than 1 wound during each 
skirmish. At the start of each skirmish involving bearer, each 
minion skirmishing bearer must exert. 


254. «Théoden, Leader of Spears U 3 
Companion ¢ Man. Valiant. While you can spot a [Rohan] 
Man, Théoden’s twilight cost is -1. Each time the fellowship 
moves, you may exert a [Rohan] companion to exert a min- 
ion. 7/3/T 

255. «Théoden, Rekindled King 
Companion * Man. While you can spot a [Rohan] Man, 
Théoden’s twilight cost is -1. Fellowship: If the twilight pool 
has fewer than 2 twilight tokens, play a [Rohan] possession 
on Théoden and add [2] to heal another [Rohan] companion. 
Lat 




















oe 
Event « pest Ba Exert X mounted companions to wound X 
minions. 

257. Veteran Horseman > “C2 
Companion * Man. Skirmish: Exert this companion to make 
him strength +1 for each mounted companion you spot. 6/3 


258. White Hot Fury Bers os 





U 2 
Event * Skirmish. Make a mounted [Rohan] Man strength +1 
for each mounted companion. If that Man is skirmishing a 
[Raider] minion, also make him or her strength +2 and dam- 
age +2. 

259. Wind in His Face C4 
Event Skirmish. Make a [Rohan] Man strength +2. If that 
Man is mounted, choose an opponent who must place a ran- 
dom card from hand beneath his or her draw deck. 





ee ° 


260. «Windfola R 2 
Possession * Mount. Bearer must be a [Rohan] Man. At the 
Start of each skirmish involving bearer, each minion skirmish- 
ing bearer must exert. Skirmish: If bearer is Eowyn, exert her 
twice to wound a fierce minion she is skirmishing. 





261. With Strength to Fight RO 
Condition * Support Area. To play, spot a [Rohan] companion. 
Each time the fellowship moves, add a threat or discard this 
condition. Regroup: Discard this condition to heal up to 2 
[Rohan] companions. 









262. Above the Battlement © co 
Event * Shadow. Play a besieger stacked on a site you control 
or remove a burden to play a [Sauron] Orc from your discard 
pile. 

263. Anguish Cc 1 
Event * Skirmish. Remove 3 threats to make a character skir- 
mishing a [Sauron] Orc strength -3. 

264. «Army of Uddin U9 
Minion ¢ Orc. Shadow: Discard a [Sauron] Orc to add a threat. 
Skirmish: Remove a threat to make Army of Udin strength 
+1, Regroup: Discard Army of Udiin and X other (Sauron} 
Orcs to add X threats. 19/5/6 


265. Besieging Pike = c 0 
Possession * Hand Weapon. Bearer must be a [Sauron] Ore. If 
you have initiative, bearer is strength +3. +2/- 


266. Breached — R 1 
Event * Regroup. Remove 4 threats and spot 2 [Sauron] Orcs 
to make the Free Peoples player spot a companion and place 
that companion in the dead pile. 

267. Din of Arms R 2 
Event * Maneuver. Choose an opponent to discard the top card 
of his or her draw deck. If the twilight cost of that card is less 
than the number of besiegers you spot, take control of a site 
and all besiegers are strength +3 until the regroup phase. 
268. «Encirclement R 2 
Condition * Support Area. For each 2 sites you control, the 
twilight cost of each of your [Sauron] cards is -1. Regroup: 
Spot a [Sauron] minion to draw a card (or draw 2 cards 
instead if that minion is a besieger). Discard this condition. 
269. Fires Raged Unchecked R1 
Condition * Support Area. The site number of each [Sauron] 
Orc is -1 for each threat. While you can spot 3 threats, each 
[Sauron] Orc that is not roaming is strength +1. 

270. Gorgoroth Attacker U 3 
Minion * Orc. Besieger. When you play this minion from a site 
you control, add a burden for each site you control. 9/2/5 
271. Gorgoroth Axeman U3 
Minion ¢ Orc. Besieger. Skirmish: Discard this minion to make 
a [Sauron] minion strength +1 for each site you control (or +2 
if you have initiative). 9/2/5 

272. Gorgoroth Engineer U3 
Minion ¢ Orc. Besieger. When you play this minion from a site 
you control, add 2 threats. 9/2/5 


273. Gorgoroth Garrison C3 
Minion * Orc. Besieger. Regroup: Discard 2 cards from hand 
to stack a [Sauron] Orc on a site you control (or discard 1 
card from hand if that Ore is a besieger). 9/2/5 


274. Gorgoroth Officer R 5 
Minion ¢ Orc. Besieger. Skirmish: Discard 2 cards from hand 
to play a [Sauron] Orc stacked on a site you control. That Orc 
is fierce and strength +6 until the regroup phase. 12/215 


275. Gorgoroth Pillager c 4 
Minion ¢ Orc. Besieger. While this minion is stacked on a site 
you control, besiegers are fierce. 10/2/5 


276. Gorgoroth Ransacker Cc 4 
Minion * Orc. Besieger. Skirmish: If this minion is stacked on a 
site you control, discard him to make a [Sauron] Orc strength 
+5 (or +10 if you have initiative). 10/2/5 

277. Gorgoroth Sapper Cis 
Minion * Orc. Besieger. Shadow: Discard 2 cards from hand to 
play a [Sauron] Orc stacked on a site you control (discard 1 
card from hand instead if that Orc is a besieger). 9/2/5 
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278. Gorgoroth Soldier U 3 
Minion ¢ Orc. Besieger. Response: If a besieger is about to 
take a wound, discard 2 cards from hand to prevent it. 9205 


279. «Gorgoroth Troop 
Minion * Orc. Besieger. Skirmish: Stack your besieger on a site 
you control to make Gorgoroth Troop strength +2. 14/4/5 


280. Great Peril of Fire U1 
Condition * Support Area. To play, spot a besieger or a site 
you control. Maneuver: Discard an engine to discard a condi- 
tion from the Free Peoples support area. 

281. Great Siege-towers U1 
Condition * Support Area. Engine. Shadow: Play a besieger to 
place a [Sauron] token here. Skirmish: Remove a [Sauron] 
token from a condition to make a [Sauron] Orc strength +1 
(limit +2). 

282. «Host of Uddin U10 
Minion * Orc. When you play Host of Udiin, you may remove 
X threats to make its twilight cost -X. 21/5/6 


283. sLegions of Morgul R 3 
Condition * Support Area. To play, spot 2 [Sauron] Orcs and 
add up to 3 threats. Each time a companion is about to be 
killed, you may remove a threat to make all minions fierce 
until the regroup phase. Discard this condition and remove 3 
threats at the start of the regroup phase. 


284. Mordor Assassin R 3 
Minion * Orc. Response: If a companion is overwhelmed dur- 
ing a skirmish involving a [Sauron] Orc, remove a threat to 
assign this minion to the Ring-bearer (even if the Ring-bearer 
is already assigned). 9/3/6 

285. Mordor Defender C2 
Minion ¢ Orc. Skirmish: Exert this minion and spot another 
[Sauron] minion and to add a threat. 7/2/6 

286. Mordor Fighter ee 
Minion * Orc. While you can spot a threat and another 
[Sauron] Orc, the Shadow has initiative, regardless of the Free 
Peoples player's hand. 7/2/6 


287. Mordor Guard ~ Cc 3 
Minion ¢ Orc. Skirmish: Exert 3 [Sauron] Orcs to add 3 
threats. When this minion is discarded, remove 3 threats. 
9/3/6 


288. Mordor Regular C3 


Minion ¢ Orc. Skirmish: Exert this minion and spot another 
[Sauron] minion to add a threat. 8/2/6 


289. Mordor Savage U4 
Minion ¢ Orc. Skirmish: Exert this minion and spot another 
[Sauron] minion and to add a threat. 10/2/6 


290. Mordor Soldier Oa 
Minion * Orc. Skirmish: Remove a threat to make this minion 
strength +4. 3/2/6 


291. Mordor Trooper C2 
Minion ¢ Orc. Skirmish: Remove 2 threats to make a [Sauron] 
Orc strength +6. 6/2/6 

292. Mordor Veteran U3 
Minion ¢ Orc. Skirmish: Remove 3 threats to make a [Sauron] 
minion strength +8. 9/3/6 

293. Mordor Warrior U3 
Minion Orc. Skirmish: Discard a card from your hand to 
make a companion skirmishing this minion strength -1 for 
each other [Sauron] Orc you spot (limit -3). 9/3/6 

294. «Orc Archer Troop U6 
Minion ¢ Orc. Archer. If you have initiative, the minion archery 
total is +1 and Orc Archer Troop is fierce. 15/4/6 

295. Orc Assault Band U4 
Minion * Orc. Skirmish: Spot 6 companions and exert this 
minion to make another [Sauron] Ore strength +6. 10/3/6 
296. Orc Brood 
Minion * Orc. Skirmish: Discard 3 cards from hand to make 
this minion strength +3. 7/2/6 

297. Orc Butcher C2 
Minion ¢ Orc. For each [Sauron] condition you can spot, this 
minion is strength +1. 6/2/6 

298. Orc Chaser Cc 2 
Minion ¢ Orc. Tracker. The site number of each [Sauron] Orc is 
-1, While you have initiative, this minion is strength +6. 6/2/6 
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299. Orc Destroyer C3 
Minion ¢ Orc. Shadow: Remove [3] and spot 3 [Sauron] Ores 
to draw a card. 9/3/6 


300. Orc Fanatic ey 
Minion * Orc. Skirmish: Discard this minion to make another 
[Sauron] Orc strength +3. 7/2/6 


301. Orc Marauder U4 
Minion * Orc. While you can spot 3 other [Sauron] Orcs, this 
minion is strength +5. 11/3/6 


302. Orc Officer U 3 
Minion * Orc. Each time a [Sauron] Orc overwhelms a com- 
panion, add 3 burdens. 9/3/6 


303. Orc Pursuer es 
Minion ¢ Orc. Tracker. The site number of each [Sauron] Orc is 
-1. While you have initiative, this minion is strength +5. 5/2/6 


304. Orc Rager Cc3 
Minion ¢ Orc. Skirmish: Discard this minion to make another 
[Sauron] Orc strength +4. 9/3/6 


305. Orc Savage U3 
Minion * Orc. While you can spot 6 companions and another 
[Sauron] Orc, this minion is strength +9 and fierce. 9/3/6 


306. Orc Seeker 7; eee 
mer * Orc. Tracker. The site number of each [Sauron] Ore is 
1. If you have initiative when you play this minion, you may 

spot another [Sauron] Orc to draw 2 cards. 11/3/46 


307. Orc Stalker — PSST ET | 
Minion ¢ Orc. Tracker. The site number of each Sagi Orc is 
-1. While you have initiative, this minion is strength +8. 8/2/6 


308. Rally the Host 

Condition * Support Area. To play, spot 2 [Sauron] Orcs. 
Regroup: Exert a [Sauron] Orc and remove a threat to shuffle 
a [Sauron] Orc from play into your draw deck. 

309. Rope and Winch U1 
Event ¢ Skirmish. To play, spot 2 [Sauron] Orcs. Discard any 
number of cards from hand. The Free Peoples player then dis- 
cards any number of cards from hand. For each card you dis- 
carded more than the Free Peoples player, make a [Sauron] 
Ore strength +2. 


310. Sauron's Hatred 

Condition * Support Area. To play, spot a [Sauron] Orc. 
Shadow: Remove a threat to play a [Sauron] Orc without pay- 
ing any roaming penalty. Regroup: Spot a [Sauron] Orc and 
remove [4] to add a threat. 

311. Siege Commander R 5 
Minion Orc. Besieger. Skirmish: Discard 2 cards from hand 
to make a besieger fierce until the regroup phase. 12/3/5 


312. Siegecraft c 4 
Event * Response. If your [Sauron] Orc wins a skirmish, make 
all your [Sauron] Orcs fierce until the regroup phase. 


313. Some Secret Art of Flame ee 
Condition * Support Area. To play, spot a [Sauron] Orc. 
Regroup: Play a [Sauron] condition to place a [Sauron] token 
on this card. While there are 3 tokens on this card, the 
Shadow has initiative, regardless of the Free Peoples player's 
hand. 


314. «Stronghold of Cirith Ungol R 1 
Condition « Support Area. Response: If your [Sauron] minion 
wins a skirmish, place a [Sauron] token here (limit 1 per site). 
Regroup: Add [2] for each token here. Discard this condition. 


315. Tower Walkway C1 
Condition * Support Area. Engine. To play, spot a [Sauron] 
Orc. Each besieger is strength +1 for each site you control. 
Regroup: Discard 3 {Sauron} Ores to take control of a site. 
Discard this condition. 


316. eTroop Tower | 
Condition * Support Area. Engine. To play, spot a [Sauron] 
Orc. All [Sauron] Orcs are strength +1 for each besieger 
stacked on a site. Regroup: Discard a besieger to take control 
of a site. Discard this condition. 















































317. «Frodo, Hope of Free Peoples C 0 
Companion * Hobbit. Ring-bearer (resistance 10). Ring- 
bound. Each time the fellowship moves, you may add [3] to 
remove a threat. 3/4/A 
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318. «Frodo, Wicked Masster! RO 
Companion * Hobbit. Ring-bearer (resistance 10). Ring- 
bound. Skirmish: At sites 6[K] to 8[K], add 4 burdens to 


wound a minion skirmishing Frodo. 34/6 


319. Hobbit Sword cs ‘es, wie 
Possession * Hand Weapon. Bearer must be a Hobbit. +2/- 


320. «Merry, Rohirrim Squire © C1 
Companion ¢ Hobbit. Skirmish: If you cannot spot 3 threats, 
add a threat to make Merry strength +2. 3/4/G 

321. «Merry, Swordthain R 1 
Companion Hobbit. Skirmish: If Merry is not assigned to a 
skirmish, return him to your hand to play up to 2 [Rohan] 
possessions from your discard pile. 3/4/T 


322. Noble Intentions Cc 
Event * Skirmish. Exert a aah (except a Hobbit) to 
make a Hobbit strength +3. 


323. Pippin, Sworn to Service Git 
Companion * Hobbit. While you cannot spot 4 threats, Pippin 
is strength +1 for each threat you can spot. 3/4/G 


324. ePippin, Wearer of Black ee eaver 2 


Companion * Hobbit. Skirmish: If Pippin is not assigned to a 
skirmish, return him to your hand to wound a roaming minion 
twice. 3/4/A 


325. Pressing On RO 
Condition * Support Area. To play, spot 2 Hobbits. Each time 
the fellowship moves, add a threat or discard this condition. 
Regroup: Discard this condition and exert a Hobbit companion 
to play the fellowship's next site (replacing opponent's site if 
necessary). 

326. «Sam, Needer of Vittles C2 
Companion * Hobbit. Ring-bound. Fellowship: Play a Hobbit 
companion to remove a burden. Response: If Frodo is killed, 
make Sam the Ring-bearer (resistance 5). 3/4/A 


327. «Sam, Resolute Halfling R 2 
Companion ¢ Hobbit. Ring-bound. Fellowship: If you have ini- 
tiative, discard a card from hand to heal Sam. Response: If 
Frodo is killed, make Sam the Ring-bearer (resistance 5). 
a/4/F 


328. eSlow-kindled Courage U 2 
Condition. Bearer must be Merry or Pippin. Each minion gains 
this ability: “Assignment: Assign this minion to bearer of 
Slow-kindled Courage.” Regroup: Discard this condition to 
discard a minion and remove 2 burdens. 






































329. Dunharrow Plateau — U 
Fellowship: Spot a Dwarf to play a [Dwarven] condition from 
your draw deck (limit once per turn). Site 1 

330. Edoras Hail U 
The twilight cost of each [Rohan] possession is -1. Site 1 
331. Isengard Ruined U 
Fellowship: Spot Gandalf and add [2] . Each player may draw 
a card. Site 1 

332. Rohirrim Road — 
Fellowship: Exert an Elf to make the twilight cost of each con- 
dition and possession +2 until the end of the turn. Site 1 
333. Sleeping Quarters | ea 
When the fellowship moves from this site, the Free Peoples 
player may spot 3 Hobbits to remove [2] . Site 1 

334. Steps of Edoras U 
Each [Gondor] companion is defender +1 until the end of the 
turn. Site 1 

335. King’s Tent — U1 
Shadow: If the Shadow has initiative, spot your minion to 
make the move limit for this turn -1. Site 2 
336.RohirrimCamp ss any | 
Plains. If the Shadow has initiative, minions are not roaming. 
Site 2 

337. West Road in Us 
Plains. If the Shadow has initiative, the Shadow number of 
this site is +3. Site 2 


338. Beacon of Minas Tirith U0 
Sanctuary. Fellowship: If you cannot spot 3 threats, add a 
threat to heal a companion. Site 3 
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339. Hall of the Kings U 
Sanctuary. Fellowship: If you cannot spot 3 threats, add a 
threat to draw a card. Site 3 


340. Tower of Ecthelion — U0 
Sanctuary. Fellowship: If you cannot spot 3 threats, add 3 
threats to make the move limit for this turn +1. Site 3 


341. Anduin Banks U 3 
River. Skirmish: Spot your minion and remove a burden to 
make that minion strength +2. Site 4 


342. Osgiliath Fallen U2 
Skirmish: Spot your minion and remove 2 burdens to make 
that minion damage +1. Site 4 


343. Pelennor Plain U4 


Plains. Archery: Spot your minion and remove 3 burdens to 
make the minion archery total +3. Site 4 


344. City Gates U6 
When the fellowship moves to this site, add 3 threats. When 
the fellowship moves from this site, remove 3 threats. Site 5 


345. Pelennor Flat age U6 
Plains. At the start of the maneuver phase, the Free Peoples 
player must discard his or her hand or add 2 burdens. Site 5 


346. Minas Tirith Fifth Circle U3 
Sanctuary. If the fellowship moves from this site during the 
regroup phase, heal Gandalf three times. Site 6 


347. Minas Tirith First Circle 
Sanctuary. If the fellowship moves from this site during na 
regroup phase, wound each companion. Site 6 


348. Minas Tirith Fou Circle U 3 
Sanctuary. If the fellowship moves from this site during the 
regroup phase, heal each [Rohan] companion. Site 6 

349. Minas Tirith Second Circle U3 
Sanctuary. If the fellowship moves from this site during the 
regroup phase, heal each [Dwarven] companion. Site 6 

350. Minas Tirith Seventh Circle U 3 
Sanctuary. If the fellowship moves from this site during the 
regroup phase, heal each [Elven] companion. Site 6 

351. Minas Tirith Sixth Circle = U 3 
Sanctuary. If the fellowship moves from this site during the 
regroup phase, heal each [Gondor] companion. Site 6 


352. Minas Tirith Third Circle = U3 
Sanctuary. If the fellowship moves from this site during the 
regroup phase, heal each Hobbit companion. Site 6 

353. Osgiliath Crossing sis Ué6 
River. Shadow: Exert 2 minions and spot 6 companions to 
draw 2 cards. Site 7 

354. Pelennor Grassland FS 
Plains. Shadow: Exert a minion and spot 6 companions to add 
[1] . Site 7 

355.Ruined Capitol ##=§=— U6 
River. Shadow: Spot your minion and 6 companions to make 
the move limit for this turn -1. Site 7 

356. Cross Roads = iS 
Shadow: Spot 2 [Raider] Men and remove a threat to add [2] . 
Site 8 









































357. Morgul Vale U 8 
Skirmish: Remove 2 threats to make your [Sauron] minion 
strength +3. Site 8 

358. Morgulduin U8 
Shadow: Remove 2 threats to play a Nazgdil from your discard 
pile. His twilight cost is -2. Site 8 

359. Northern ithilien | U8 
Shadow: Remove 2 threats and play Gollum from your discard 
pile to add 2 burdens. Site 8 

360. Dagoriad U9 
Plains. When the fellowship moves to this site, add 3 threats. 
Site 9 

361.Haunted Pass =  ### U9 
Shadow: Remove a threat and spot your minion to draw a 
card. Site 9 

362. Narchost U9 
Shadow: Spot 8 burdens to make the Ring-bearer wear The 
One Ring until the regroup phase. Site 9 

363. Slag Mounds U9 
Each time a companion is killed, add a burden. Site 9 
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FELLOWSHIP BLOCK 
PLAYER’S GUIDE 


MINES OF MORIA” 





FR 1. eThe One Ring, Isildur’s Bane R 
Response: If bearer is about to take a wound, he wears The 
One Ring until the regroup phase. While wearing The One 
Ring, each time the Ring-bearer is about to take a wound, add 
2 burdens instead. +1/+1 


FR 2. «The One Ring, The Ruling Ring C 
Response: If bearer is about to take a wound in a skirmish, he 
wears The One Ring until the regroup phase. While wearing 
The One Ring, each time the Ring-bearer is about to take a 
wound during a skirmish, add a burden instead. +1/- 









REG. A Royal Welcome U 2 
Condition. Plays to your support area. Regroup: Exert a Dwarf 
ally to heal a Dwarf companion. 

FR 3. Axe Strike | c 0 
Event. Skirmish: Make a Dwarf strength +2 (or +3 if bearing 
an axe). 

FR 4. Battie Fury ; male 
Event. Skirmish: Emate a Dwarf to make that Dwarf Fats +3 
and damage +1. 

MM 1. Benea e Mountains 
Condition. Tale. Plays to your support area. Fellowship: 
Discard the top 3 cards from your draw deck to play a 
[Dwarven] weapon from your discard pile. 

RE 1. *Book of Mazarbul R 2 
Possession. Tale. Bearer must be a Dwarf. At the start of each 
fellowship phase when the fellowship is at site 4 or higher, 
you may draw a card for each Dwarf companion. 

FR 5. Cleaving Blow C4 
Event. Skirmish: Make a Dwarf strength +2 and damage +1. 
FR 6. Delving C1 
Event. Fellowship: Exert a Dwarf companion to draw 3 cards. 
MM 2. Disquiet of Our People BR oa 
Event. Maneuver: Exert a Dwarf to make that Dwarf defender 
+1 (or defender +2 if you spot an Orc) until the regroup phase. 
FR 7. Dwarf Guard C1 
Companion ¢ Dwarf. To play, spot a Dwarf. 4/2 

FR 8. Dwarven Armor 

Possession * Armor. Bearer must be a Dwarf. Bearer may not 
be overwhelmed unless his strength is tripled. 

FR 9. Dwarven Axe c 0 
Possession * Hand Weapon. Bearer must be a Dwarf. Each 
time a player's minion loses a skirmish to bearer, that player 
discards the top card from his draw deck. +2/- 

MM 3. Dwarven Bracers U 1 
Possession * Bracers. Bearer must be a Cwarf. Response: If 
bearer is about to take a wound, discard this possession to 
prevent that wound. +1/- 

FR 10. Dwarven Heart c 0 
Condition. Bearer must be a Dwarf. When you play this condi- 
tion, heal bearer up to 2 times. At the start of each of your 
turns, exert bearer. 

MM 4. Endurance of Dwarves ta 4. 
Condition. Bearer must be a Dwarf. Skirmish: Discard this 
condition to make bearer strength +1. +1/- 

FR 11. ¢ arin, Dwarven Emissary C2 
Companion * Dwarf. To play, spot a Dwarf. While skirmishing 








R 1 





















































an Orc, Farin is strength +2. 5/3 








MM5.Flurryof Blows Cae 
Event. Skirmish: Make a Dwarf strength +2 (or +4 and dam- 
age +1 if bearing 2 hand weapons). 

MM 6. ¢Fror, Gimili’s Kinsman — C2 


Unique Companion * Dwarf. To play, spot a Dwarf. While skir- 

mishing an Uruk-hai, Fror is strength +3. 5/3 

FR 12. eGimli, Dwarf of Erebor U2 
Companion » Dwarf. Damage +1. Fellowship: Add [2] to place 

a card from hand beneath your draw deck. 6/3/A 


MM 122. eGimli, Dwarf of the aipainrni™s 
race 

Unique Companion * Dwarf. Damage +1. Each aievau 
site's Shadow number is -2. 6/3/F 


FR 13. ¢Gimli, Son of Gidin R23 
Companion * Dwarf. Damage +1. Skirmish: Exert Gimli to 
make him strength +2. 6/3/G 

FR 14. «Gimii’s Battle Axe R 2 
Possession * Hand Weapon. Bearer must be Gimli. He is dam- 
age +1. Each time Gimli wins a skirmish, you may wound an 
Ore. +2/- 

FR 15. eGimli's Helm R 
Possession * Helm. Bearer must be Gimli. He takes no more 
than 1 wound during each skirmish phase. Skirmish: Discard 
Gimli’s Helm to prevent all wounds to him. 


RE 2. *Gimii’s Pipe U1 
Possession Pipe. Bearer must be Gimli. Fellowship: Exert 
Gimli to add 1 to the number of pipes you can spot. 


MM 7. Gidin, Friend to Thorin R 2 
Unique Companion » Dwarf. For each [Dwarven] tale you can 
spot, Gldin is strength +1 (limit +4). 5/3 

MM 8. Golden Light on the Land U0 
Condition. To play, spot a Dwarf. Plays to your support area. 
At a site which is not underground, each [Moria] Orc's twilight 
cost is +2. Discard this condition during the regroup phase. 
MM 9. Great Works Begun There C4 
Condition. Tale. Plays to your support area. Each time you play 
a Dwarf, you may discard the top 2 cards from your draw 
deck to take a [Dwarven) event into hand from your discard 
pile. 

FR 16. «Greatest Kingdom of My aye 


Condition. Tale. Exert a Dwarf to play this condition. Plays to 
your support area. Each time your opponent plays an Orc, that 
player discards the top card of his or her draw deck. 

FR 17. Grimir, Dwarven Elder U1 
Ally * Home 3 « Dwarf. Fellowship: Exert Grimir to shuffle a 
[Dwarven] event from your discard pile into your draw deck. 
38 



































FR 18. Halls of My Home 
Event. Fellowship: Exert a Dwarf to reveal the top 3 cards of 
any draw deck. You may discard 1 Shadow card revealed. 
Return the rest in any order. 


MM 10. Hand Axe c 0 
Possession * Hand Weapon. Bearer must be a Dwarf. This 
weapon may be borne in addition to 1 other hand weapon. 
Archery: Discard this weapon to make the fellowship archery 
total +1. +1/- 
FR 19. Here Lies Balin, Son of Fundin  C 0 
Event. Maneuver: Exert a Dwarf to wound 2 Orcs or to wound 
1 Orc twice. 
FR 20. Let Them Come! C-2 
Condition. Plays to your support area. Each time a Dwarf wins 
a skirmish against an Orc, discard that Orc. Discard this con- 
dition if a Dwarf loses a skirmish. 

FR 21. Lord of Moria C2 
peg Plays to your support area. Each Dwarf is damage 








-— 11. Make Bu 

Condition. Plays to your support area. edie Exert a 
Dwarf companion and discard the top 3 cards from your draw 
deck to discard either a Shadow condition from a Dwarf or a 
weather condition. 


RE 3. Mines of Khazad-Dim R1 
Condition. Plays to your support area. Each time you play a 
[Dwarven] tale, you may heal a Dwarf companion. 


FR 22. Mithril Shaft R 0 
Event. Maneuver: Exert a Dwarf to discard cards from the top 
of your draw deck until you choose to stop (limit 5). Add [1] 
for each card discarded in this way. Take the last card discard- 
ed into hand. 


FR 23. Nobody Tosses a Dwarf RO 
Event. Response: If a Dwarf wins a skirmish, make an oppo- 
nent discard 3 cards from the top of his or her draw deck. 


R 1 











MM 12. «Realm of Dwarrowdelf 

Unique Condition. Plays to your support area. Skirmish: 
Discard the top 3 cards from your draw deck to make a Dwarf 
strength +1 (limit +3) and, if underground, damage +1 (limit 
+3). 

RE 5. Song of Durin U0 
Condition. Tale. To play, exert a Dwarf. Plays to your support 
area. The twilight cost of each [Moria] weapon is +2. 
Fellowship: Discard this condition to discard up to 2 [Moria] 
conditions. 


FR 24. Stairs of Khazad-dim c 0 
Condition. Tale. Plays to your support area. While a Dwarf 
skirmishes a (Moria] minion, that Dwarf is strength +1. 


FR 25. Still Draws Breath Cc 
Event. Response: if a Dwarf wins a skirmish, heal that Dwarf. 


C1 
Event. Fellowship: Reveal a card at random from an oppo- 
nent’s hand. Shuffle up to X [Dwarven] cards from your dis- 
card pile into your draw deck, where X is the twilight cost of 
the card revealed. 


FR 26. Their Halls of Stone co 
Event. Skirmish: Make a Dwarf strength +2 (or +4 if at an 
underground site). 


FR 27. eThrarin, Dwarven Smith U1 
Ally * Home 3 * Dwarf. Maneuver: Exert Thrarin to allow him 
to participate in archery fire and skirmishes until the regroup 
phase. 4/2 


MM 13. Tidings of Erebor U0 
Event. Regroup: Spot a Dwarf to draw 3 cards. Any Shadow 
player may remove [3] to prevent this. 


MM 14. Durin Wakes Again Cc 0 
Condition. Tale. Plays to your support area. Each time a Dwarf 
companion moves from an underground site, you may heal 
that Dwarf. 


FR 28. Wea Moria R 2 
Event. Fellowship: Spot a Dwarf to reveal the top 3 cards of 
your draw deck. Take all Free Peoples cards revealed into 
hand and discard the rest. 


MM 15. What Are We Waiting For? R 1 
Event. Fellowship: Exert a Dwarf to make an opponent draw 2 
cards. That player then chooses to either discard 2 Shadow 
cards from hand or skip his next Shadow phase. 


R 1 


























M Race 1 
Condition. To play, om an Elf. Plays to your support area. 
Each Uruk-hai is strength -2 and loses all damage bonuses. 
Discard this condition during the regroup phase. 

FR 29. Anc Enm U0 
Event. Skirmish: Make an Elf strength +1. If a minion loses 
this skirmish to that Elf, that minion’s owner discards 2 cards 
at random from hand. 


FR 30. «Arwen, Daughter of Elrond R 2 
Companion ¢ Elf. Ranger. While skirmishing a Nazgdl, Arwen 
is strength +3. 6/3/A 

RE 7. «Arwen, Elven Rider U2 
Companion ¢ Elf. Ranger. Response: lf the Ring-bearer is 
about to take a wound, discard 3 cards from hand to prevent 
that wound. 6/3/F 


RE 8. eArwen, Lady Undaom R 2 
Companion ¢ Elf. While you can spot 3 [Elven] allies whose 
home is site 3, each minion skirmishing Arwen is strength -3. 
6/3/G 


FR 31. eAsfaloth U 2 
Possession * Mount. Bearer must be an Elf. When played on 
Arwen, Asfaloth’s twilight cost is -2. While at a plains site, 
bearer is strength +2. Discard Asfaloth when at an under- 
ground site. +2/- 


RE 9. Beren and Luthien U1 
Condition. Tale. Plays to your support area. Skirmish: Exert an 
[Elven] ally to discard the bottom card of your draw deck. If 
that card is an [Elven] card, make a minion skirmishing an Elf 
strength -1. 

FR 32. Border Defenses C4 
Event. Skirmish: Make an Elf strength +2 (or +4 if skirmishing 
an archer). 

FR 33. «Bow of the Galadhrim R1 
Possession * Ranged Weapon. Bearer must be Legolas. Each 
time Legolas wins a skirmish, you may wound a minion, +1/- 
RE 10. *Calaglin, Elf of Lorien U2 
Ally * Home 6 ¢ Elf. Archer. Regroup: Exert Calaglin to wound 
a minion. 3/3 

RE 11. Cast it into the Fire! CA 
Event. Maneuver: Spot an Elf to make each opponent discard 
a card from his or her hand. Draw a card for each card dis- 
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carded in this way. 


FR 34. eCeleborn, Lord of Lorien R 2 
Ally Home 6 « Elf. Fellowship: Exert Celeborn to heal an 
[Elven] ally. 6/3 


FR 36. Curse Their Foul Feet! RO 
Event. Fellowship: Exert an Elf to reveal an opponent's hand. 
That player discards a card from hand for each Orc revealed. 


FR 37. Defiance C4 
Event. Skirmish: Make an Elf strength +2 (or +4 if skirmishing 
a Nazgil). 

RE 12. «Dinendal, Silent Scout — U2 
Ally * Home 6 « Elf. Archer. Regroup: Exert Dinendal to remove 
[2]. 3/3 

MM 17. Dismay Our Enemies U0 
Event. Response: If an Elf archer wins a skirmish, make an 
Opponent choose a minion to discard. That opponent may 
remove [3] to prevent this. 


FR 38. Double Shot RO 
Event. Archery: Spot an Elf archer companion to make the fel- 
lowship archery total +1. 

FR 39. Elf-song C1 
Event. Fellowship: Spot an Elf to remove a burden. 

RE 13. ¢Elrond, Herald to Gil-galad R 4 
Ally * Home 3 « Elf. At the start of each of your turns, you may 
spot an ally whose home is site 3 to heal that ally twice. 
Regroup: Exert Elrond twice to heal a companion. 8/4 


FR 40. *Elrond, Lo R R 4 
Ally * Home 3 « Elf. To play, spot Gandalf or an Elf. At the start 
of each of your turns, heal every ally whose home is site 3. 
Fellowship: Exert Elrond to draw a card. 8/4 


FR 41. Elven Bow C.1 
Possession * Ranged Weapon. Bearer must be an Elf. Bearer 
is an archer. 


FR 42. Elven Cloak SORE oF 
Possession * Cloak. To play, spot an Elf. Bearer must be a 
companion. The minion archery total is -1. 


RE 14. eErestor, Chief Advisor to asia s 


Ally * Home 3 ¢ Elf. To play, spot an Elf. Response: If an Elf is 
about to take a wound from a [Sauron] minion or [Sauron] 
event, exert Erestor to prevent that wound. 5/2 


FR 43. Far-seeing Eyes C2 
Condition. Plays to your support area. Each time you play an 
Elf, choose an opponent to discard a card from hand. 


RE 15. Forests of Lothidrien R 1 
Condition. Plays to your support area.Each time the fellowship 
moves, you may spot 3 [Elven] allies to wound a minion. 


FR 44. Foul Creation U1 
Event. Fellowship: Exert an Elf to reveal an opponent's hand. 
You may discard a [Isengard] minion revealed to draw 2 cards. 


RE 16. Friends of O C1 
Event. Fellowship: Reveal a card at random from an oppo- 
nent’s hand. Heal X [Elven] allies, where X is the twilight cost 
of the card revealed. 


FR 45. eGaladriel, R 3 
Ally * Home 6 « Elf. At the start of each of your turns, heal 
every ally whose home is site 6. Fellowship: Exert Galadriel to 
play an Elf for free. 3/3 
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RE 17. eGaladriel, Lady of the Golden Wood 
R 3 
Ally * Home 6 « Elf. At the start of each of your turns, you may 
heal an Elf. Fellowship: Exert Galadriel to play the fellowship's 
next site if it is a forest (replacing opponent's site if neces- 
sary). 3/3 
RE 18. eGaldor, Councilor From the West 
U 2 
Ally « Home 3 « Elf. To play, spot an Elf. Regroup: Exert Galdor 
and spot a minion to return that minion to its owner's hand. 
5/2 


FR 46. Gift of Boats U 1 
Condition. To play, exert an Elf ally. Plays to your support area. 
When the fellowship is at a river during the fellowship phase, 
the move limit for this turn is +1. 


RE 19. eGift of the Evenstar 

Condition. To play, spot Arwen. Bearer must be Aragorn. 
Skirmish: Exert Aragorn or discard 2 cards from hand to make 
a minion skirmishing Aragom strength -1. 


RE 20. eGolradir, Councilor of imiadris 


Ally * Home 3 « Elf. To play, spot an Elf. Skirmish: Exert 
Golradir to make an Orc strength -1. 4/3 

FR 47. -Gwemegil R 2 
Possession * Hand Weapon. Bearer must be Arwen. She is 
damage +1. Skirmish: Exert Arwen or discard 2 cards from 
hand to make her strength +1. +2/- 


FR 48. eHaldir, Elf of the Golden mee. ; 


Companion ¢ Elf. To play, spot an Elf. While Haldir is at site 6, 
7, or 8, he is strength +2. 5/3 

MM 18. Hosts of the Last Alliance U 2 
Condition. Tale. Plays to your support area. While you can 
spot an Elf companion, the minion archery total is -1. 
Response: If an Elf is about to take a wound, discard this con- 
dition to prevent that wound. 

FR 50. «Legolas, Greenleaf R 2 
Companion ¢ Elf. Archer. Archery: Exert Legolas to wound a 
ee Legolas does not add to the fellowship archery total. 


FR 51. eLegolas, Prince of Mirkwood U 2 
Companion ¢ Elf. Archer. While skirmishing a Nazgil, Legolas 
is strength +3. 6/3/G 

RE 121. eLegolas, Son of Thranduil aR 
Companion ¢ Elf. Archer. While Legolas is at a river or forest, 
add 1 to the fellowship archery total. 6/3 

FR 52. Lightfootedness c 0 
Event. Archery: Spot an Elf companion to make the minion 
archery total -1. 

RE 21. eLong-knives of Legolas R 1 
Possession * Hand Weapon. Bearer must be Legolas.Each Orc 
or Uruk-hai skirmishing Legolas is strength -2. +1/- 








R 1 








FR 53. Lorien E 1 
Companion ¢ Elf. To play, spot an Elf. 4/2 
FR 54. Mallorn-trees U1 


Condition. Plays to your support area. Fellowship: Reveal an 
[Elven] card from hand and place it beneath your draw deck. 


RE 22. Master of Healing C4 
Event. Fellowship or Regroup: ona Elrond (or 2 [Elven] allies) 
to heal a companion or ally. 

RE 23. eNenya RO 
Artifact * Ring. Bearer must be Galadriel. At the start of each 
regroup phase, you may discard up to 2 cards from hand to 
draw the same number of cards. -/+1 

FR 56. eOrophin, Lérien Bowman U 2 
Ally Home 6 ¢ Elf. Archer. Archery: Exert Orophin to wound 
an Uruk-hai. 3/3 

RE 24. ¢Phial of Gala UO 
Possession. To play, exert an Elf. Bearer must be the Ring- 
bearer.Bearer’s resistance is +2. 

MM 19. Release the Angry Flood R 1 
Event. Maneuver: Exert an Elf to wound each Nazgill once (or 
twice if at a river). 

FR 57. eRumil, Elven P’ U 2 
Ally * Home 6 ¢ Elf. Archer. Archery: Exert Riimil to wound an 
Ore. 3/3 
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RE 25. eSaelbeth, Elven Councilor U2 
Ally * Home 3 ¢ Elf. To play, spot an Elf. Skirmish: Exert 
Saelbeth to make an Uruk-hai strength -1. 4/3 

MM 20. Secret Sentinels R 2 


Event. Maneuver: Exert an Elf ally to discard a condition (or 2 
conditions if you spot an Orc). 


FR 59. Shoulder to Shoulder C7 
Condition. Plays to your support area. Maneuver: Add [1] and 
exert a Dwarf to heal an Elf, or add [1] and exert an Elf to heal 
a Dwarf. 


FR 60. eSilinde, E M U 2 
Ally * Home 3 « Elf. While you can spot your site 3, Silinde has 
the game text of that site. 5/2 


RE 26. Something Draws Near U0 
Event. Fellowship or Maneuver: Exert an Elf to discard an 
[Isengard] possession or [Isengard] artifact. 

FR 61. Songs of the Blessed Realm C1 
Condition. Plays to your support area. Each time you play an 
[Elven] tale, you may remove a burden. 


FR 63. Stand Against Darkness U1 
Event. Maneuver: Exert an Elf to discard a [Sauron] minion, a 
[Sauron] condition, or a [Sauron] possession. 
FR 64. Support of the Last ROMS EOLS 

1 
Event. Maneuver: Exert an Elf ally whose home is site 3. Until 
the regroup phase, that ally is strength +3 and participates in 
archery fire and skirmishes. 
FR 65. Swan-ship of the Galadhrim  =s—«U: 11 
Event. Maneuver: Exert an Elf ally whose home is site 6. Until 
the regroup phase, that ally is strength +3 and participates in 
archery fire and skirmishes. 


FR 35. The Council of Elrond R 2 
Event. Fellowship: Spot an Elf to play a tale from your draw 
deck. 


FR 49. The Last Alliance of Elves and Men 

R 1 
Condition. Tale. Bearer must be a [Gondor] Man. Limit 1 per 
bearer. Bearer is strength +1 for each Elf you can spot (limit 
+3). 
FR 55. eThe Mirror of Galadriel R 2 
Possession. Plays to your support area. Each Elf ally whose 
home is site 6 is strength +1. Fellowship: Exert Galadriel to 
look at 2 cards at random from an opponent's hand. Discard 
one and replace the other. 


FR 58. The Seen and the Unseen 
Event. Fellowship: Exert 2 Elves to discard a condition. 


FR 62. «The Splendor of Their Banners 

R 1 
Condition. Tale. Bearer must be an Elf companion. Archery: If 
bearer is an archer, exert bearer to make the fellowship 
archery total +1. 


FR 66. «The Tale of Gil-galad R 1 
Condition. Tale. Bearer must be an Elf. Skirmish: Discard this 
condition to make bearer strength +2. -/+1 


FR 68. The White Arrows of Lérien C4 
Condition. Tale. Bearer must be an Elf companion. Archery: If 

bearer is an archer, exert bearer to make an opponent discard 

2 cards at random from hand. 


FR 67. «U , Ma L C 2 
Ally * Home 6 ¢ Elf. While you can spot your site 6, Uruviel has 
the game text of that site. 5/2 


RE 27. eVilya RO 
Artifact * Ring. Bearer must be Elrond. Maneuver: Exert Elrond 
twice and spot a Shadow condition to return that condition to 
its owner's hand. -/+1 

RE 28. Voice of Nimrodel (om 
Event. Tale. Skirmish: Exert an Elf at a river or forest to cancel 
a skirmish involving that Elf. 
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FR 87. A Wizard Is Never Late R 1 
Event. Fellowship: Play a [Gandalf] character from your draw 
deck. 





FR 69. « Dreary, E ner From 


Votce of Nimropen 








R 1 
Ally * Home 1 * Man. To play, spot Gandalf. Maneuver: Exert 
Albert Dreary to discard a [Isengard] or [Moria] condition. 3/3 


FR 70. «Barliman Butterbur, Prancing Pony 
Proprietor U0 
Ally * Home 1 * Man. Fellowship: Exert Barliman Butterbur to 
take a eS event into hand from your discard pile. 1/2 


Bree 


RE 29.Betrayalofisengard  g§ R11 
Condition. Plays to your support area.Each time an opponent 
draws a card (or takes a card into hand) during the Shadow 
phase, you may remove [1]. Maneuver: Exert Gandalf to 
wound Saruman twice. 

RE 30. Deep in Thought c4 
Event. Spell. Maneuver: Spot Gandalf and 4 twilight tokens to 
discard all Shadow conditions. 

RE 31. Depart Silently fie | 
Event. Stealth. Maneuver: At sites 1 to 5, spot Gandalf to pre- 
vent Hobbits from being assigned to skirmishes until the 
regroup phase. At any other site, spot Gandalf to make a 
Hobbit strength +3 until the regroup phase. 
FR 71. Durin’s Secret R 2 
Event. Fellowship: Spot Gandalf, a Dwarf, and an Elf to make 
the move limit for this turn +1. 
MM 21. eErland, Advisorto Brand C 2 
Unique Ally * Home 3 Man. To play, spot Gandalf. Shadow 
players may not look at or reveal cards in your hand. 5/2 
RE 32. Firewo 
Event. Spell. Fellowship: Spot Gandalf to shuffle up to 2 
[Gandalf] or up to 2 [Shire] cards from your discard pile into 
your draw deck. 
FR 72. ¢Ga , Friend of the 

R 4 
Companion * Wizard. Gandalf is strength +1 for each of these 
races you can spot in the fellowship: Hobbit, Dwarf, Elf, and 


Man. 6/4/F 
Grey Pilgrim P 4 





C1 


MM 121. « 
Unique Companion * Wizard. At the start of each of your 
turns, you may draw a card. 7/4/A 


FR 364. Gandalf, The Grey Wizard P 4 
Companion * Wizard. Fellowship: Exert Gandalf to play a com- 
panion who has the Gandalf signet. The twilight cost of that 
companion is -2. 7/4/G 

FR 73. eGandalf’s Cart U1 
Possession. Plays to your support area. Fellowship: Stack a 
Free Peoples artifact (or possession) from hand on this card, 
or play a card stacked here as if played from hand. 


FR 74. eGandaif's Pipe U0 
Possession ¢ Pipe. Bearer must be Gandalf. Fellowship: 
Discard a pipeweed possession and spot X pipes to remove X 
burdens. 

MM 22. «Ganda R 2 
Unique Artifact * Staff. Bearer must be Gandalf. The spe 
cost of each [Gandalf] spell is -1. Skirmish: Exert Gandalf 
twice to cancel a skirmish involving him. -/+1 


MM 23. Gandalf’s Wisdom c 0 
Condition. Plays to your support area. The twilight cost of 
each possession or artifact played on Gandalf or a character 
who has the Gandalf signet is -1. 


FR 75. «Glamdring K 2 
Possession * Hand Weapon. Bearer must be Gandalf. He is 
damage +1. Fellowship or Regroup: Exert Gandalf to reveal an 
opponent's hand. Remove [1] for each Orc revealed. +2/- 
RE 33. His First Serious Check oa | 
Event. Maneuver: Spot Gandalf to reveal a card at random 
from an opponent's hand. You may add [X] to discard that 
card, where X is the twilight cost of the card revealed. 
MM 24. eHugin, Emissary from versa 

1 
Unique Ally * Home 3 * Man. To play, spot Gandalf. Fellowship: 
Exert Hugin to reveal a Free Peoples card from your discard 
pile and place it beneath your draw deck. 4/2 
FR 76. intim C 2 
Event. Spell. Response: If a companion is about to take a 
wound, spot Gandalf to prevent that wound. 


MM 25. ¢Jarnsmid, Merchant from Dale 
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R 1 
Unique Ally * Home 3 « Man. To play, spot Gandalf. The twi- 
light cost of each hand weapon, armor, shield, or helm is -1. 
4/2 











FR 77. Let Folly Be Our Cloak UO 
Event. Fellowship: Exert X companions to remove [X]. 
FR 78. Mysterious Wizard C.2 


Event. Spell. Skirmish: Make Gandalf strength +2 (or +4 if 
there are 4 or fewer burdens on the Ring-bearer). 


RE 34. eNarya R 0 
Artifact * Ring. Bearer must be Gandalf.At the start of each of 
your turns, you may add [3] to remove a burden. -/+1 

FR 80. eOttar, Man of Laketown R 1 
Ally * Home 3 ¢ Man. To play, spot Gandalf. Fellowship: Exert 
Ottar to discard up to 3 cards from hand and draw an equal 
number of cards. 2/2 


FR 81. Questions That Need Answering ; 
R 


Event. Spell. Fellowship: If the twilight pool has fewer than 3 
twilight tokens, spot Gandalf to look at the top 4 cards of your 
draw deck. Take 2 of those cards into hand and discard the 
rest. 

FR 82. Risk a Little Light C1 
Event. Spell. Fellowship: If the twilight pool has fewer than 2 
twilight tokens, spot Gandalf to look at the top 2 cards of your 
draw deck. Take one into hand and discard the other. 


FR 83. Servant of the Secret Fire R1 
Event. Spell. Skirmish: Spot Gandalf to make a minion 
strength -3. 

















FR 84. Sleep, Caradhras Cs 
Event. Spell. Fellowship: Exert Gandalf to discard every condi- 
tion. 
MM 26. Speak “Friend” and Enter C 4 
Event. Fellowship or Regroup: Spot Gandalf to play the fellow- 
ship's next site (replacing opponent's site if necessary). Draw 
a card if you play an underground site. 
MM 27. Staff Asunder RO 
Event. Spell. Skirmish: Discard a staff Gandalf is bearing and 
then exert him twice to discard a minion he is skirmishing. 
FR 85. Strength of Spirit — C1 
Event. Spell. Response: If a companion is about to exert, spot 
Gandalf to place no token for that exertion. 
FR 79. The Nine Walkers R1 
Condition. To play, spot Gandalf. Plays to your support area. 
Each time you play a companion whose race you cannot spot, 
that companion’s twilight cost is -2. 
FR 86. Treachery Deeper Than You Know ; 
Cc 

















Event. Spell. Fellowship: Spot Gandalf to reveal an opponent's 
hand. 


RE 35. Trust Me as You Once Did U 2 
Condition. Plays to your support area. Skirmish: Exert Gandalf 
to make a companion strength +1 for each companion with 
the Gandalf signet you can spot (limit +3). 


RE 36. Unknown Perils C2 
Condition. Plays to your support area. Response: If a compan- 
ion is about to take a wound, spot 4 twilight tokens and exert 
Gandalf to prevent that wound. 

MM 28. Flame U1 
Event. Spell. Maneuver: Spot Gandalf to make a companion 
defender +1 until the regroup phase. Any Shadow player may 
remove [3] to prevent this. 

MM 29. Wizard Staff G2 
Possession ¢ Staff. Bearer must be a Wizard. Skirmish: Exert 
bearer twice to make a minion strength -3. +1/- 


MM 30. You Cannot Pass! 

















U1 


Event. Spell. Maneuver: Spot Gandalf bearing a staff to pre- 
vent a minion from being fierce until the regroup phase. 






FR 113. A Ranger's Ve U1 
Event. Maneuver: Spot a ranger at a river or forest to exhaust 
up to 2 minions. 





FR 88. An Gu RO 
Event. Regroup: Spot a ranger to remove [4]. 
RE 37. Answering the Cries c 0 


Condition. Plays to your support area. Skirmish: Discard a 
[Gondor] tale from hand to make a [Gondor] companion 
strength +2. 
RE 38. Aragorn, Heir to the White City 

R 4 
Companion * Man. Ranger.Each time the fellowship moves 
during the fellowship phase, remove [2]. 8/4/F 
FR 365. «Aragorn, King in Exile P 4 
Companion * Man. Ranger. At the start of each of your turns, 
you may heal another companion who has the Aragorn signet. 
B/4/A 


FR 89. eAragorn, Ranger Of The North 

R 4 
Companion * Man. Ranger. Maneuver: Exert Aragorn to make 
him defender +1 until the regroup phase. 8/4/G 


FR 90. eAragorn’s Bow R 1 
Possession « Ranged Weapon. Bearer must be Aragorn. He is 
an archer. Archery: Exert Aragorn to wound a minion; Aragorn 


does not add to the fellowship archery total. 
FR 91. eAragorn’s Pipe U1 


Possession * Pipe. Bearer must be a [Gondor] companion. 
Fellowship: Discard a pipeweed possession and spot X pipes 
to heal X companions. 





FR 92. Armor cid 
Possession * Armor. Bearer must be a Man. Bearer takes no 
more than 1 wound during each skirmish phase. 


FR 93. Arwen’s Fate R 0 
Event. Skirmish: Exert Aragorn to make Arwen strength +3, or 
exert Arwen to make Aragorn strength +3. 


FR 94. Athelas U1 
Possession. Bearer must be a [Gondor] Man. Fellowship: 
Discard this possession to heal a companion or to remove a 
Shadow condition from a companion. 


RE 39. Banner of the White Tree R 0 
Event. Tale. Maneuver: Exert a [Gondor] companion to make 
that companion strength +3 and defender +1 until the regroup 
phase. 

FR 95. «Blade of Gondor R 1 
Possession * Hand Weapon. Bearer must be Boromir. He is 
damage +1. Skirmish: Exert Boromir to wound an Orc or 
Uruk-hai he is skirmishing. +2/- 

MM 31. Blood of Numenor U 2 
Condition. To play, exert a [Gondor] companion. Plays to your 
support area. Each [Sauron] Orc comes into play exhausted. 
Skip the archery phase. Discard this condition during the 
regroup phase. 


RE 122. «Boromir, Defender of Minas 
Tirith 























3 
Companion * Man. Ranger. Fellowship: Add [2] to heal 
Boromir. 7/3 
FR 96. *Boromir, Lord of Gondor R3 
Companion * Man. Ranger. Boromir is not overwhelmed 
unless his strength is tripled. 7/3/A 
FR 97. eBoromir, Son of Denethor U 3 


Companion * Man. Skirmish: Exert Boromir to make a Hobbit 
Strength +3. 7/3/F 


FR 98. *Boromir’s Cloak U0 
Possession * Cloak. Bearer must be Boromir. Maneuver: Exert 
Boromir to discard a weather condition. 


FR 99. Change of Plans R 0 
Event. Regroup: Exert a ranger to make an opponent shuffle 
his hand into his draw deck and draw 8 cards. 

RE 40. Citadel of Minas Tirith 

Condition. Plays to your support area. You may heal a 
[Gondor] companion at the end of each turn during which no 
companion or ally lost a skirmish. 


FR 101. Coat of Mail C 1 
Possession * Armor. Bearer must be a Man. Bearer may not 
be overwhelmed unless his or her strength is tripled. 

FR 102. Dagger Strike c 0 
Event. Skirmish: Make a [Gondor] or [Shire] companion bear- 
ing a hand weapon strength +2 and damage +1. 

FR 103. Elendil's Valor s a 
Event. Maneuver: Make a [Gondor] companion defender +1 
until the regroup phase. 


FR 104. Eregion’s Trails Cid 
Event. Maneuver: Exert a ranger to make each roaming minion 
strength -3 until the regroup phase. 


MM 32. Flaming Brand 

Possession * Hand Weapon. Bearer must be a Man. This 
weapon may be borne in addition to 1 other hand weapon. 
Bearer is strength +2 and damage +1 when skirmishing a 
NazgOl. +1/- 

MM 33. Flee in Terror U0 
Event. Response: If a [Gondor] companion wins a skirmish, 
discard an exhausted Orc. That minion’s owner may remove 
[3] to prevent this. 


FR 105. Foes of Mordor U1 
Condition. Plays to your support area. Maneuver: Exert a 
[Gondor] character to wound a [Sauron] minion. 


RE 41. Gondor Bowmen RO 
Condition. Tale. Plays to your support area. Archery: Exert a 
[Gondor] companion and discard this condition to make the 
fellowship archery total +2. 


MM 34. Gondor Will See It Done U0 
Event. Response: If a companion is about to take a wound, 
exert a [Gondor] companion to prevent that wound. 


FR 106. Gondor’s Vengeance ~ Ro: 
Event. Regroup: Exert a ranger companion to discard a min- 
ion. 


FR 107. Great Shield 

Possession * Shield. Bearer must be a Man. The minion 
archery total is -1. 

RE 42. «Horn of Boromir 

Possession. Bearer must be Boromir. Maneuver: Exert 
Boromir and spot an ally. Until the regroup phase, that ally is 
Strength +3 and participates in archery fire and skirmishes. 
RE 43. Might of NUmenor C4 
Event. Tale. Maneuver: Spot a [Gondor] companion to reveal a 
card at random from an opponent's hand. Heal X companions, 
where X is the twilight cost of the card revealed. 


MM 35. Natural Cover C1 
Condition. To play, spot a ranger. Plays to your support 
area. While the fellowship is at a forest, the minion archery 
total is -2. 

MM 36. No Mere Ranger R 0 
Event. Skirmish: Exert Aragorn to make another companion 
strength +2 (or +3 if that companion has the Aragorn signet). 


FR 108. No Stranger to the Shadows U 0 


Condition. Bearer must be a ranger. Limit 1 per ranger. Each 
site's shadow number is -1. 
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FR 109. One Whom Men Would Follow 


Event. Maneuver: Exert Aragorn and spot an ally. Until the 
regroup phase, that ally is strength +2 and participates in 
archery fire and skirmishes. 


FR110.Pathfinder = # €¢0 
Event. Fellowship or Regroup: Spot a ranger to play the fel- 
lowship’s next site (replacing opponent's site if necessary). 


FR 111. Pursuit Just Behind © RO 
Event. Regroup: Exert a ranger companion to wound every 
minion. 

FR 112. eRanger’s Sword U1 
Possession * Hand Weapon. Bearer must be Aragorn. He is 
damage +1. +2/- 


MM 37.SentineilsofNGmenor = C0 
Event. Skirmish: Make a [Gondor] companion strength +2 (or 
+4 if in a fierce skirmish). 


MM 38. Shield of Boromir R 1 
Unique Possession « Shield. Bearer must be a [Gondor] com- 
panion. The minion archery total is -1. If bearer is Boromir, a 
minion skirmishing him does not gain strength bonuses from 
weapons. 

RE 45. Some Who Resisted U0 
Event. Tale. Maneuver: Spot a [Gondor] companion to make 
the twilight cost of each maneuver event #2. 

RE 46. Still Sharp U0 
Event. Skirmish: Spot The Shards of Narsil to make a 
[Gondor] companion strength +3 and damage +1. 

FR 115. Strength of Kings RO 
Event. Response: If a Skirmish event is played during a skir- 
mish involving a [Gondor] Man, cancel that event. 


FR 116. Swordarm of the White ewer ‘ 


























Event. Skirmish: Make a [Gondor] companion strength +2 (or 
+4 if he is defender +1). 

FR 117. Swordsman of the Northern 
Kingdom Cc 0 
Event. Skirmish: Make a ranger strength +2 (or +4 when skir- 
mishing a roaming minion). 

FR 100. «The Choice of Luthien © R14 
Condition. Tale. Plays to your support area. Maneuver: Exert 
Aragorn to heal Arwen, or exert Arwen to heal Aragorn. 

FR 114. «The Saga of Elendil ~ es 
Condition. Tale. Bearer must be a [Gondor] companion. 
Skirmish: Discard this condition to make bearer strength +2. - 
/+1 

RE 44. «The Shards of Narsil 

Artifact. Plays to your support area. Fellowship: Stack a 
[Gondor] card from hand here. Fellowship: Add [1] to take a 
card stacked here into hand. 

FR 118. Valiant Man of the West. R11 
Event. Maneuver: Make Aragorn defender +1 and he takes no 
more than 1 wound during each skirmish phase until the 
regroup phase. 

RE 47. Voice of Rauros U0 
Event. Maneuver: Exert Aragorn to make each companion with 
the Aragorn signet damage +1 until the regroup phase. 
RE 48. We Must Go Warily 

Event. Response: If the fellowship moves in the regroup 
phase, exert a [Gondor] companion to make each minion’s 
twilight cost +2 until the next regroup phase. 

FR 119. What Are They? ag oe | 


Event. Maneuver: Spot a ranger to discard a roaming minion. 
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RE52.AFeliVoiceonthe Air =§# £R1 
Condition. Plays to your support area. Shadow: Exert 
Saruman to play an [isengard] weather condition from your 
discard pile. Its twilight cost is -2. 
RE 49. Abandoning Reason  elear * 
1 
Event. Shadow: Spot an [Isengard} minion to discard up to 3 
cards from hand and draw an equal number of cards. 
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FR 120. Alive and Unspoiled R22 
Condition. To play, exert an Uruk-hai. Plays to your support 
area. Shadow: Remove « and spot X burdens to make the Free 
Peoples player reveal X cards at random from hand. You may 
discard 1 revealed card. 

MM 39. Beyond the Height of Men R 2 
Event. Maneuver: Exert an Uruk-hai to discard an armor pos- 
session, helm possession, or shield possession (or all such 
Free Peoples possessions if you can spot 6 companions). 

FR 121. Bred For Battie C 
Event. Skirmish: Exert an Uruk- hai to make it strength +3. 

FR 122. Breeding Pit — C1 
Event. Response: If you play an Uruk-hai, take all copies of 
that card in your discard pile and place them beneath your 
draw deck. 

RE 50. Can You Protect Me From 
Yourself? RO 
Event. Maneuver: Spot an [Isengard] minion to exhaust 
Aragorn. The Free Peoples player may add 2 burdens to pre- 
vent this. 


FR 123. Caradhras Has Not Forgiven Us — 
R 3 











Event. Spell. Weather. Maneuver: Exert a [Isengard] minion 
and spot 5 companions to discard an exhausted companion 
(except the Ring-bearer). 


RE 51. Coming for the Ring 

Event. Regroup: Reveal a card at random from the Free 
Peoples player's hand. Heal X [Isengard] minions, where X is 
the twilight cost of the card revealed. 

FR 124. Cruel Caradhras R 2 
Event. Spell. Weather. Maneuver: Exert a [Isengard] minion to 
make the opponent choose to either exert the Ring-bearer or 
add a burden. 

MM 40. Demands of the Sackville- 
Bagginses C 1 
Condition. To play, spot an [Isengard] minion. Plays to your 
support area. Each time a [Shire] ally exerts, add {i}. 

MM 41. Evil Afoot U0 
Event. Shadow: Exert an Uruk-hai and spot X burdens to shuf- 
fle X minions from your discard pile into your draw deck. 
MM 42. Goblin Man C 2 
Minion ¢ Orc. Discard this minion if underground. Shadow: 
Exert this minion to look at the Free Peoples player's hand. 
6/2/2 




















FR 125. Greed — Sy 
Condition. To play, spot an Uruk-hai. Plays to your support 
area. Maneuver: Spot 6 companions and remove [2] to wound 
a companion (except the Ring- bearer). 


RE 53. Hate and Anger 
Event. Shadow: Spot an Uruk-hai and a [Moria] minion to 
draw 3 cards. 

RE 54. Hollowing of lsengard\ R 4 
Condition. To play, spot an [Isengard] Orc. Plays to your sup- 
port area. Shadow: Discard this condition to add {3}. 
FR 126. Hunt Them Down! — U 
Event. Maneuver: Make an Uruk-hai fierce until the regroup 
phase. 

RE 55. Isengard Axe - Sty 
Possession * Hand Weapon. Bearer must be an [Isengard] 
Orc. When you play this weapon, add [1]. +2h 

RE 56. isengard Forger = C2 
Minion * Ore. Shadow: Exert this minion to add {1}. 6/2/4 











RE 57. lsengard Retainer — Ua 
Minion ¢ Ore. Regroup: Exert this minion to make the Free 
Peoples player wound a companion. 8/3/4 


RE 58. Isengard Servant U3 
Minion * Orc. Regroup: Exert this minion to make the Free 
Peoples player wound a companion. TP3/4 


RE 59. Ilsengard Shaman > C4 
Minion * Orc. Response: If an [Isengard} Orc is about to take a 
wound, remove [2] to prevent that wound. 5/2/4 

RE 60. Isengard Smith U4 
Minion « Orc. Regroup: Exert this minion to discard a weapon 

(or all Free Peoples possessions if you can spot 5 compan- 
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ions). 8/3/4 

RE 61. Ilsengard Warrior U 3 
Minion ¢ Orc. While you can spot another [Isengard] Orc, no 
player may use archery special abilities. Regroup: Exert this 
minion and spot 3 wounds on the Ring-bearer to exert every 
companion. 7/3/4 








Cc 
Minion ¢ Orc. Regroup: Exert this minion to make the Free 
Peoples player wound a companion. 5/3/4 


FR 127. eLurtz, Servant of Isengard R 7 
Minion * Uruk-hai. Archer. Damage +1. Maneuver: Spot anoth- 
er Uruk-hai to make Lurtz fierce until the regroup phase. 
13/3/5 

FR 128. Lurtz's Battle Cry R 1 
Event. Skirmish: Make an Uruk-hai strength -1 and damage 
+1, 

MM 43. eLurtz's Sword R 1 
Unique Possession * Hand Weapon. Bearer must be Lurtz. He 
is damage +1. Each time Lurtz wins a skirmish, the Free 
Peoples player must discard the top 2 cards of his draw deck. 
+2/- 














MM 44. No Business of Ours — c 0 
Condition. To play, spot an [Isengard] minion. Plays to your 
Support area. The Free Peoples player may not look at or 
reveal cards in any Shadow player's hand. 

FR 130.No OrdinaryStorm $= U1 
Condition. Plays to your support area. Each time you play a 
weather condition, exert a [Gandalf] companion or [Gandalf] 
ally. 

RE 63. One of You Must Do This = C 1 
Event. Maneuver: Exert an [Isengard] minion to make the Free 
Peoples player exert X companions, where X is the number of 
these races you can spot in the fellowship: Dwarf, Elf, Man, 
and Wizard. 

RE 64. eOrc Commander 

Minion * Orc. Each other [Isengard] Orc is strength +1. 
Regroup: Exert Orc Commander to make the Free Peoples 
player wound a companion. 11/4/4 

RE 65. *Orc Overseer R 5 
Minion ¢ Orc. Regroup: Exert Orc Overseer twice to exhaust a 
companion (except the Ring-bearer). 10/4/4 

FR 131. eOrthanc Assassin - 

Minion ¢ Uruk-hai. Archer. Damage +1. 10/3/5 
RE 66. *Orthanc Berserker as 5 
Minion ¢ Uruk-hai. Damage +1. Maneuver: Spot 5 burdens and 
exert Orthanc Berserker twice to exhaust a companion (except 
the Ring-bearer). 11/3/5 

FR 132. Parry R 
Event. Maneuver: Spot an Uruk-hai to cancel the strength 
bonus from a possession until the regroup phase. 


RE 68. eSaruman, Keeper of Isengard 














R 5 











Minion * Wizard. Saruman may not take wounds during the 
archery phase and may not be assigned to a skirmish. Uruk- 
hai are fierce. Response: If an Uruk-hai is about to take a 
wound, exert Saruman to prevent that wound. 8/4/4 

RE 69. eSaruman, Servant of the Eye C 4 
Minion ¢ Wizard. Saruman may not take wounds during the 
archery phase and may not be assigned to a skirmish. 
Assignment: Exert Saruman to assign an [Isengard} minion to 
a companion (except the Ring-bearer). That companion may 
exert to prevent this. 8/4/4 


FR 133. Saruman’s Ambition c 0 
Condition. Plays to your support area. The twilight cost of 
your [Isengard] events is -1. Skirmish: Discard this condition 
to make an Uruk-hai strength +2. 

FR 134. Saruman’s Chill 6-4 
Condition. Spell. Weather. To play, exert a [Isengard] minion. 
Plays on a site. Limit 1 per site. Each Hobbit who moves from 
this site must exert. Discard this condition at the end of the 
turn. 


FR135.Saruman's Frost 











aloe 


Condition. Spell. Weather. To play, exert a {Isengard] minion. 
Plays on a site. Limit 1 per site. Each Hobbit at this site is 
strength -2. Discard this condition at the end of the turn. 








FR 136. Saruman's Power U 2 
Event. Spell. Shadow: Exert a [Isengard] minion to discard all 
conditions. 


FR 137. Saruman’s Reach R 0 
Event. Search. Maneuver: Exert an Uruk-hai to make the oppo- 
nent choose to either exert 2 companions or make the Ring- 
bearer put on The One Ring until the regroup f phase. 


FR 138. Saruman’s Snows ake Se 
Condition. Spell. Weather. To play, exert a [Isengard] minion. 
Plays on a site. No player may play skirmish events or use 
skirmish special abilities at this site. Discard this condition at 
the end of the turn. 


FR 139. Savagery to Match Their 
Numbers R 
Event. Skirmish: Make an Uruk-hai strength +2, or spot 5 
companions to make an Uruk-hai strength +4 and fierce until 
the regroup phase. 


RE 70. Servants to Saruman > Sa Re 
Event. Skirmish: Make an [Isengard] Orc strength +2 (or +3 if 
you have fewer than 3 cards in hand). 


FR 140. Spies of Saruman R 2 
Condition. To play, exert a [Isengard] minion. Plays on a site. 
While the fellowship is at this site, skip the archery phase. 
Discard this condition at the end of the turn. 


RE 67. «The Pa 

Artifact « Palantir. To play, spot an [Isengard] minion. Plays to 
your support area. Shadow: Spot an [Isengard] minion and 
remove [1] to reveal a card at random from the Free Peoples 
player's hand. Place that card on top of that player's draw 
deck. 


RE 73. The Trees Are Strong U1 
Event. Regroup: Discard X Isengard] © Ores to make the Free 
Peoples player wound X companions. 


FR 141. Their Arrows Enrage C4 
Condition. To play, spot Saruman or an Urukhai. Plays to your 
support area. Each archer companion and archer ally is 
strength -1. 


MM 45. Too Much Attention R 1 
Event. Response: If the Ring-bearer puts on The One Ring, 
spot an [Isengard] minion to make the Free Peoples player 
discard the top 5 cards of his or her draw deck. 


RE 71. Tower of Orthanc R 1 
Condition. To play, spot an [Isengard] minion. Plays to your 
support area.Each time the fellowship moves, you may spot 
an exhausted companion to add [3]. 


FR 142. Traitor’s Voice U 2 
Condition. Search. To play, spot an Uruk-hai. Plays to your 
support area. While the Ringbearer is exhausted or you can 
spot 5 burdens, the move limit for this turn is -1 (to a mini- 
mum of 1). 


RE 72. Trapped and Alone U1 
Condition. Plays to your support area. Each character skir- 
mishing an [Isengard] Orc loses all damage bonuses from 
weapons. 


FR 143. Troop of Uruk-hai R 5 
Minion ¢ Uruk-hai. Damage +1. A character skirmishing this 
minion does not gain strength bonuses from weapons. 9/4/5 
FR 129. Underhill R 2 
Condition. To play, exert an Uruk-hai. Plays to your support 
area. The twilight cost of each companion played to a site 
which is not a sanctuary is +2. 


FR 144. Uruk Bloodlust Cs 
Condition. Plays to your support area. Response: If your Uruk- 
hai wins a skirmish, remove [1] to heal him. 

FR 145. Uruk B c 4 
Minion * Uruk-hai. Damage +1. Skirmish: Remove [2] to make 
this minion strength +1 for each other Uruk-hai you spot. 
9/2/5 


MM 46. «Uruk Captain R 3 
Unique Minion * Uruk-hai. Damage +1. Shadow: Remove [1] 
and exert Uruk Captain to play an Uruk-hai from your discard 
pile. 9/2/5 

FR 146. Uruk Fighter Cs 
Minion « Uruk-hai. Damage +1. Maneuver: Spot 5 companions 
to make this minion fierce until the regroup phase. 8/2/5 

















FR 147. Uruk Guard R 4 
Minion * Uruk-hai. Damage +1. Assignment: Exert this minion 
and spot a companion to prevent the opponent from assign- 
ing that companion to this minion. 9/2/5 


FR 148. Uruk Lieutenant Rio 
Minion * Uruk-hai. Damage +1. This minion is strength +1 for 
each other Uruk-hai you can spot. 8/2/5 

FR 149. Uruk Messenger C2 
Minion * Uruk-hai. Damage +1. While you can spot a weather 
condition, this minion is strength +3. 6/1/5 


FR 150. Uruk Rager c 4 
Minion ¢ Uruk-hai. Damage +1. Each time this minion wins a 
skirmish, the Free Peoples player must discard the top 2 cards 
of his draw deck. 9/2/5 


RE 74. Uruk Raider Ci2 
Minion * Uruk-hai. Damage +1. While an ally is in the dead 
pile, this minion is strength +3 and fierce. 6/2/5 


RE 75. Uruk Ravager U4 
Minion * Uruk-hai. Damage +1. When you play this minion, 
you may spot Saruman to add [2]. 9/2/5 

FR 151. Uruk Savage C 2 
Minion * Uruk-hai. Damage +1. (When this minion wins a skir- 
mish, add 1 extra wound to the defender.) 5/3/5 

MM 47. Uruk Scout C3 
Minion ¢ Uruk-hai. Tracker. Damage +1. The roaming penalty 
for each [Isengard] minion you play is -1. Response: If an 
event is played that spots or exerts a ranger, exert this minion 
to cancel that event. 7/2/5 


FR 152. Uruk Shaman C3 
Minion * Uruk-hai. Damage +1. Maneuver: Remove [2] to heal 
an Uruk-hai. 8/2/5 


FR 153. Uruk Slayer U4 
Minion * Uruk-hai. Damage +1. Skirmish: Remove [1] to make 
this minion strength +1 (limit +3). 9/2/5 

FR 154. Uruk Soldier C2 
Minion ¢ Uruk-hai. Damage +1. When you play this minion, 
you may make the Free Peoples player discard the top card of 
his draw deck. 7/1/5 


FR 155. Uruk Spy R 2 
Minion * Uruk-hai. Response: If the Ring-bearer puts on The 
One Ring, exert this minion. Discard a card from the top of 
your draw deck for each [Isengard] minion you spot. Add a 
burden for each Shadow card discarded in this way. 7/2/5 


FR 156. Uruk Warrior Cc 3 
Minion ¢ Uruk-hai. Damage +1. Maneuver: Spot 6 companions 
to make this minion fierce until the regroup phase. 92/5 


FR 157. Uruk-hai Armory Cat 
Condition. Plays to your support area. While you can spot an 
Uruk-hai, the fellowship archery total is -1. 


FR 158. Uruk-hai Raiding Party Cc 4 
Minion * Uruk-hai. Damage +1. (When this minion wins a skir- 
mish, add 1 extra wound to the defender.) 9/3/5 

FR 159. Uruk-hai Rampage UO 
Condition. To play, spot an Uruk-hai. Plays to your support 
area. Response: If your Uruk-hai wins a skirmish, remove « to 
make him fierce until the regroup phase. 


FR 160. Uruk-hai Swo C1 
Possession * Hand Weapon. Bearer must be an Uruk-hai. 
Each time bearer wins a skirmish, the Free Peoples player 
must discard the top card of his draw deck. +2/- 


FR 161. Wariness UO 
Event. Search. Response: If a stealth event is played, exert or 
discard your Uruk-hai to cancel that event. 


MM 48. Wizard Storm U 2 
Condition. Spell. Weather. To play, exert an [Isengard] minion. 
Plays on a site. Limit 1 per site. When the fellowship moves 
from this site, every companion must exert. Discard this con- 
dition at the end of the turn. 

FR 162. «Worry U2 
Condition. To play, exert an Uruk-hai. Plays to your support 
area. Each time an Uruk-hai wins a skirmish, the opponent 
must choose to either exert the Ring-bearer or add a burden. 
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FR163.*Ancient Chieftain = = | 
Minion ¢ Orc. For each other [Moria] Orc you can spot, 
Ancient Chieftain is strength +1. 9/2/4 





MM 49. eArcher Commander — R 4 


Unique Minion * Orc. Archer. Each other [Moria] archer is 
strength +2. 8/2/4 


FR 164. Bitter Hatred U1 
Event. Archery: Spot a [Moria] archer to wound an Elf. 


FR 165. Cave Troll of Moria, Scourge c Pe 
the Black Pit R10 
Minion ¢ Troll. Damage +1. Fierce. To play, spot a [Moria] Orc. 
At an underground site, Cave Troll of Moria’s twilight cost is - 
3. 15/4/4 


MM 53. Cave Troll’s Chain R 1 
Unique Possession. Bearer must be Cave Troll of Moria. The 
Free Peoples player may choose for the archery phase to be 
skipped. Each time Cave Troll of Moria takes a wound during 
the archery phase, you may wound an archer companion. +2/- 


FR 166. *Cave Troll’s Hammer R11 
Possession * Hand Weapon. Bearer must be Cave Troll of 
Moria. Cave Troll of Moria is damage +1. +3/- 


RE 76. Dangerous Gamble C 2 
Event. Shadow: Spot a [Moria] minion to reveal a card at ran- 

dom from the Free Peoples player's hand. Add [X], where X is 
the twilight cost of the card revealed. 


MM 54. Dark Fire U 1 
Condition. To play, spot The Balrog. Plays on Gandalf. Each 
time the fellowship moves, Gandalf must exert. -2/- 


MM 55. Da ces C1 
Condition. Plays to your support area. Each unique [Moria] 
minion is strength +1. Shadow: Spot an opponent's site to 
replace it with your marsh or underground site of the same 
number. 


FR 167. Denizens Enraged R 1 
Event. Skirmish: Make a [Moria] Orc strength +1 for each 
other [Moria] Orc you spot (limit +4). 

RE 77. Depths of Moria R 1 
Condition. To play, spot a [Moria] Orc. Plays to your support 
area.Each time the fellowship moves during the regroup 
phase, add [2]. 

FR 168. Drums in the Deep c 0 
Event. Skirmish: Make a [Moria] Orc strength +2 (or +4 if skir- 
mishing a Dwarf). 

MM 56. Fill Fear U0 
Condition. Plays to your support area. While you can spot The 
Balrog, skip the archery phase. Maneuver: Exert The Balrog to 
discard a ranged weapon. 

MM 57. Final Cry R 1 
Event. Response: If a skirmish that involved The Balrog bear- 
ing Whip of Many Thongs is about to end, wound a compan- 
ion in that skirmish twice. 


FR 170. Fool of a Took! R 0 
Event. Shadow: Spot a Hobbit (except the Ringbearer) to 
reveal cards from the top of your draw deck until you reveal 
one that is not a [Moria] minion. Take the revealed cards into 
hand. 


MM 58. Foul Tentacle C2 
Minion « Creature. Tentacle. When you play this minion, you 
may play a tentacle from your draw deck. This minion may 
not bear possessions and is discarded if not at a marsh. 4/1/4 














MM 59. Foul Things U2 
Event. Shadow: Play a [Moria] minion from your discard pile. 
FR 171. Frenzy C 2 


Event. Assignment: Assign an exhausted companion (except 
the Ring-bearer) to skirmish a [Moria] Orc. 
FR 172. Goblin Archer R 5 
Minion « Orc. Archer. While you can spot another [Moria] Orc, 
the fellowship archery total is -6. 4/3/4 

FR 173. Goblin Armory RO 
Condition. Plays to your support area. Each time you play a 
[Moria] weapon, add /. Response: If a [Moria] Ore is about to 
take a wound, discard this condition to prevent that wound. 
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FR 174. Goblin Backstabber C1 
Minion * Orc. This minion is damage +2 while in the same 
skirmish as another [Moria] Ore. 5/1/4 





MM 60. Goblin Bowman Caz 
Minion * Orc. Archer. 4/1/4 
FR 175. Goblin Domain R 1 


Condition. Search. To play, spot a [Moria] minion. Plays to 
your support area. Each time a companion is played to site 4 
or higher, that companion comes into play exhausted. 

MM 61. Goblin Flankers C.5 
Minion ¢ Orc. When you play this minion, you may add [3] if 
the fellowship has moved more than once this turn. 11/3/4 





FR 176. n Marksman Cs 
Minion ¢ Orc. Archer. (Add 1 to the minion archery total.) 7/1/4 
FR 177. Goblin Patrol Troop C 6 
Minion ¢ Orc. 13/3/4 

MM 62. Goblin Pursuer C2 


Minion Orc. This minion is strength +3 if the fellowship has 
moved more than once this turn. 6/1/4 


MM 63. Goblin Re ments C5 
Minion ¢ Orc. When you play this minion, you may heal a 
[Moria] minion. 8/1/4 


FR 178. Goblin Runner U1 
Minion * Orc. When you play this minion, you may add [2]. 
5/1/4 


FR 179. Goblin Scavengers Cc 5 
Minion * Orc. When you play this minion, you may play a 
weapon from your discard pile on your [Moria] Orc. 8/1/4 

FR 180. Goblin Scimitar c 0 
Possession * Hand Weapon. Bearer must be a [Moria] Orc. 
When you play this possession, you may draw a card. +2/- 


MM 64. Goblin Scrabbier Cc 1 
Minion ¢ Orc. When you play this minion, you may discard an 
[Elven] condition. The roaming penalty for each [Moria] Orc 
you play is -1. 4/1/4 

FR 181. Goblin Sneak U1 
Minion * Orc. When you play this minion, you may place a 
[Moria] Orc from your discard pile beneath your draw deck. 
5/1/4 


FR 182. Goblin Spear c 1 
Possession * Hand Weapon. Bearer must be a [Moria] minion. 
If bearer kills a companion in a skirmish, add 1 burden (or 2 
burdens if that companion was a Hobbit). +2/- 


MM 65. Goblin Spearman C2 
Minion * Orc. While bearing a Goblin Spear, this minion is 
damage +2. 6/1/4 


FR 183. Goblin Swarms R 1 
Condition. Plays to your support area. Response: If your 
[Moria] Orc wins a skirmish, discard cards and wounds on 
that Ore and stack that Orc on this condition. Shadow: Play an 
Ore stacked here as if played from hand. 


FR 184. Goblin Walicrawier C2 
Minion ¢ Orc. While at an underground site, this minion is 
strength +2. While you can spot another [Moria] Orc, the fel- 
lowship archery total is -1. 6/1/4 


FR 185. Goblin Warrior C 2 
Minion ¢ Orc. When you play this minion, you may discard a 
ally or condition. 6/1/4 


FR 186. «Guard Commander R 3 
Minion ¢ Orc. Skirmish: Remove « to make a [Moria] Orc 
strength +2. 7/2/4 


RE 78. Hide and Seek GK 1G) | 
Event. Search. Skirmish: Spot 2 [Shire] companions to make a 
[Moria] minion damage +1. 


FR 187. Host of Thousands c 0 
Event. Shadow: Play a [Moria] Ore from your discard pile. 


MM 66. Huge Tentacle R 2 
Minion ¢ Creature. Tentacle. Damage +1. When you play this 
minion, you may play Watcher in the Water from your draw 
deck. This minion may not bear possessions and is discarded 
if not at a marsh. 7/2/4 


FR 189. Lost to Goblins R 0 
Event. Response: If the Ring-bearer exerts or takes a wound, 
discard a card from the top of your draw deck for each 
[Moria] minion you spot. For each Shadow card discarded in 
this way, add a burden (limit 3 burdens). 

RE 79. Malice U 
Event. Archery: Spot a [Moria] Orc and a [Sauron] Orc to 
wound an archer. 

MM 67. Moria Archer Troop U6 
Minion ¢ Orc. Archer. While you can spot another [Moria] 
archer, add 1 to the minion archery total. 8/3/4 

FR 190. Moria Axe R 
Possession * Hand Weapon. Bearer must be a [Moria] Orc. 
Bearer is damage +1. Skirmish: Exert bearer to make him 
strength +2. +2/- 

FR 191. Moria Scout C2 
Minion ¢ Orc. When you play this minion, spot an Elf to add 
[2]. 6/2/4 























MM 68. Must Do out Hope UO 
Event. Maneuver: Exert The Balrog to add a burden. 
MM 69. rences co 


Event. Skirmish: Make an Elf or Dwarf skirmishing a [Moria] 
Ore strength -1 (or -3 if you spot an Elf and a Dwarf). 

FR 192. Pinned Down C1 
Condition. Plays to your support area. While you can spot a 
[Moria] archer, the fellowship archery total is -1. 


ee 
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FR 193. Plundered Armories C2 
Condition. Plays to your support area. Response: If your 
[Moria] weapon is discarded, play it from your discard pile 
(that weapon's twilight cost is -1). 

MM 70. Power and Terror U0 
Event. Shadow: Reveal any number of [Moria] Orcs from your 
hand to play The Balrog. Its twilight cost is -2 for each Orc 
revealed. 


FR 194. Relentiess U0 
Event. Search. Response: If a stealth event is played, spot 3 
[Moria] minions to cancel that event. 


FR 195. Relics of Moria R 1 
Condition. Plays to your support area. Shadow: Remove [2] to 
play a [Moria] possession from your discard pile. 

RE 80. Such a Little Thing R 0 
Event. Maneuver: Spot a [Moria] minion to wound Boromir 3 
times. The Free Peoples player may discard 2 Free Peoples 
possessions to prevent this. 


MM 51. «The Balrog, Durin’s Bane C12 
Unique Minion ¢ Balrog. Damage +1. Fierce. While you can 
spot The Balrog, discard all other minions. Skip the archery 
phase. Discard The Balrog if not underground. 17/5/4 


MM 52. The Balrog, Flame of Udin R14 
Unique Minion * Balrog. Damage +1. Fierce. To play, spot a 
[Moria] Orc. Discard The Balrog if not underground. Shadow: 
Exert The Balrog and remove [2] to play a [Moria] Orc from 
your discard pile. 17/5/4 


MM 50. eThe Balrog’s Sword R 1 
Unique Artifact * Hand Weapon. Bearer must be The Balrog. It 
is damage +1. This weapon may be borne in addition to 1 
other hand weapon. +3/- 


FR 169. The End Comes R 0 
Event. Assignment: Spot 5 [Moria] minions to make the Free 
Peoples player assign the Ring-bearer to a skirmish. Moria 
Culture [Moria] Isengard Culture [Isengard] Gondor Culture 
[Gondor] 


FR 188. The Long Dark U 
Condition. Plays to your support area. When the fellowship 
moves to site 4 or 5, add [2] for each Dwarf companion. 
Skirmish: Discard this condition to make your [Moria] Orc 
strength +2. 


FR 200. The Underdeeps of Moria R 2 
Condition. Plays to your support area. Shadow: Remove < to 
reveal the bottom card of your draw deck. If it is a [Moria] 
Orc, take it into hand. Otherwise, discard it. 


FR 196. They Are Coming C5 
Condition. Plays to your support area. Shadow: Discard 3 
cards from hand to play a [Moria] Orc from your discard pile. 


FR 197. Threat of the Unknown c 0 
Event. Shadow: Exert your [Moria] Orc to draw 2 cards. 


FR 198. Through the Misty Mountains U 1 
Condition. Search. To play, exert a [Moria] minion. Plays to 
your support area. Each time the fellowship moves to site 4, 
5, or 6 and contains a Dwarf or Elf, the Free Peoples player 
discards 2 cards at random from hand. 


MM 71. Throw Yourself in Next Time U 0 
Condition. To play, spot a [Moria] Orc. Plays on a Hobbit com- 
panion. Bearer may be exerted only by Shadow cards. 


FR 199. «Troll’s Keyward R 3 
Minion ¢ Orc. Cave Troll of Moria’s twilight cost is -2. 8/3/4 


MM 72. Troubled Mountains U0 
Event. Shadow: Exert a [Moria] minion and spot X burdens to 
add [X] (limit ?ve). 

FR 201. Unfamiliar Territory c 0 
Event. Skirmish: Make a [Moria] Orc strength +2 (or +4 if skir- 
mishing an archer). 


MM 73. «Watcher in the Water, Keeper of 
Westgate R 4 
Unique Minion * Creature. Damage +1. While you can spot 
Watcher in the Water, discard all other minions (except tenta- 
cles). Tentacles are strength +2 and damage +1. This minion 
rg bear possessions and is discarded if not at a marsh. 
11/4/ 

FR 202. What Is This New Devilry? U2 
Condition. Search. To play, exert a [Moria] Orc. Plays to your 
support area. While the fellowship is at site 5 or higher, each 
companion's twilight cost is +2. 
































MM 74. Whip of Many Thongs R 1 
Unique Artifact * Hand Weapon. Bearer must be The Balrog. 
Skirmish: Exert The Balrog to discard a helm, shield, or armor 
borne by a character The Balrog is skirmishing. +1/- 






FR 203. AllBladesPersh U0 
aa aac Ifa Nap is about to take a wound, prevent 
that wound. 


FR 204. All Veils Removed R 1 
Event. Skirmish: Make a NazgQl strength +2 (or +5 if the Ring- 
bearer wears The One Ring). 


FR 205. Beauty Is Fading R 5 
Event. Maneuver: Exert a Nazgiil to discard a Free Peoples 
possession or Free Peoples condition. If you can spot no such 
card, discard an ally or companion (except the Ring-bearer) 
instead. 


FR 206. Bent on Discovery R 1 
Condition. Search. Plays to your support area. At the begin- 
ning of each of your Shadow phases, draw 1 card. At the end 
of each of your Shadow phases, exert a Nazgil or discard this 
condition. 











MM 75. eBill Ferny, Swarthy Sneering 
Fellow 

Unique Minion * Man. Nazgil are not roaming. The Free 
Peoples player may not assign a character to skirmish Bill 
Ferny. Discard Bill Ferny when underground. 4/1/2 


FR 207. Black Breath U1 
Condition. Plays to your support area. Skirmish: Transfer this 
condition from your support area to a character skirmishing a 
Nazgil. Burdens and wounds may not be removed from bear- 
er. 


FR 208. Black Steed R 1 
Possession * Mount. Bearer must be a Nazg@il. While at a 
plains site, bearer is strength +2. Discard this possession 
when at an underground site. +2/- 


FR 209. Blade Tip U0 
Condition. Plays to your support area. Response: If your 
Nazgil wins a skirmish, transfer this condition from your sup- 
port area to the losing character. Limit 1 per character. Wound 
bearer at the start of each fellowship phase. (If bearer is the 
Ring-bearer, add a burden instead.) 


FR 210. Dark Whispers RO 
Event. Skirmish: Spot 3 burdens to make a Nazgdl strength +1 
and damage +1, or spot 6 burdens to make a Nazgdl strength 
+3 and damage +2. 


FR 211. Drawn to Its Power U 2 
Condition. Plays to your support area. Each time a Nazgdl kills 
a companion in a skirmish, add a burden. 























FR 212. Fear R 1 
Event. Search. Maneuver: Exert your Nazgdll to discard an ally. 
FR 213. Frozen by Fear U1 


Event. Skirmish: Make a Nazgil strength +2 (or +3 if the Ring- 
bearer is assigned to a skirmish that has not resolved). 

RE 81. Gates of the Dead City R 1 
Condition. To play, spot a Nazgil. Plays to your support 
area.Each time a [Ringwraith] card adds a burden, the Free 
Peoples player must exert a companion. 

















MM 76. Helpless a! Er. 
Condition. To play, spot Frodo and a Nazg@il. Plays on Sam. 
Sam's game text does not apply. 

MM 77. His Terrible Servants R 2 


Condition. Plays to your support area. Response: If a twilight 
Nazgil is about to take a wound, remove [1] to prevent that 
wound. 


FR 214. in the Ringwraith’s Wake RO 
Event. Response: If a Nazgiil wins a skirmish, the Free 
Peoples player chooses to either exert the Ring-bearer or add 
a burden. 


MM 78. It Wants to be Found U2 
Event. Maneuver: Spot a twilight NazgGl to add a burden. 


FR 216. Morgul Blade R 1 
Possession * Hand Weapon. Bearer must be a Nazgdll. This 
weapon may be borne in addition to 1 other hand weapon. 
Skirmish: Discard this possession to transfer Blade Tip from 
your support area or discard pile to a companion bearer is 
skirmishing. +1/- 

FR 217. Morgul Gates R 0 
Event. Shadow: Play a Nazgill. His twilight cost is -2. 

FR 218. Nazgil Sword U1 
Possession * Hand Weapon. Bearer must be a Nazgdil. While 
you can spot 3 burdens, bearer is damage +1. +2/- 

RE 82. News of Mordor U1 
Event. Skirmish: Spot an [Isengard] minion to make a Nazg@l 
damage +1. 

FR 220. Not Easily Destroyed U1 
Condition. Plays to your support area. Maneuver or Skirmish: 
Remove « to heal a Nazgil. 

FR 222. Paths m en U1 
Condition. Search. To play, spot a Nazgill. Plays to your sup- 
port area. Shadow: Remove < to replace the fellowship’s site 
with your version of the same site. 

FR 223. Charge U0 
Event. Maneuver: Exert a Nazgdl to wound every archer com- 
panion. 
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MM 79. Resistance Becomes Unbearable 

U1 
Event. Maneuver: Exert a twilight NazgGl to exert the Ring- 
bearer. If the Ring-bearer is then exhausted, he puts on The 
One Ring until the regroup phase. 





FR 224. Return to its Master R 0 
Event. Response: If the Ring-bearer wears The One Ring at 
the end of a skirmish phase, cancel all remaining assignments 
and assign a Nazg@l to skirmish the Ring-bearer; The One 
Ring's game text does not apply during this skirmish. 


MM 80. Stricken Dumb R 2 
Event. Maneuver: Exert The Witch-king to discard a tale or 
weapon. 


FR 225. eSword of Minas Morgul U2 
Possession * Hand Weapon. Bearer must be Ulairé Lemenya. 
He is damage +1. Skirmish: Exert Ulairé Lemenya to discard a 
possession borne by a character he is skirmishing. +2/- 


FR 215. The Master's Will U1 
Event. Search. Shadow: Spot X Nazgil to reveal the top X 
cards of your draw deck. Take into your hand all [Ringwraith] 
cards revealed and discard the rest. 


FR 219. The Nine Servants of Sauron U 1 
Condition. Search. Plays to your support area. Each time you 
play a Nazg@il, you may exert a Hobbit (except the Ring-bearer). 
FR 221. «The Pale Blade R 2 
Possession * Hand Weapon. Bearer must be The Witch-king. 
He is damage +1. Response: If The Witch-king wins a skir- 
mish, exert him to discard a Free Peoples condition. +3/- 


RE 83. «The Ring Draws Them U 2 
Condition. Plays to your support area. Each time the fellow- 
ship moves, add [1] for each burden you can spot.At the end 
of each of your Shadow phases, exert a Nazgil or discard this 
condition. 











Morgul U6 
Minion * Nazgal. Fierce. Maneuver: Spot 6 companions (or 5 
burdens) and exert Ulairé Enquéa to wound a companion 
(except the Ringbearer). 11/4/3 

MM 83. @Ulairé Enquéa, Ringwraith in 
Twilight ; U 6 
Unique Minion ¢ NazgGl. Twilight. Each time Ulairé Enquéa 
wins a skirmish, you may exert him to wound the Ring-bearer 
once (or twice if you spot 5 burdens). 11/4/3 


FR 232. eUlairé Lemenya, Lieutenant of 
Morgul U4 
Minion ¢ Nazgdl. Each companion or ally who bears a 
[Ringwraith] condition is strength -2. 9/2/3 

FR 233. eUlairé Nelya, Lieutenant of 
Morgul 3 U5 
Minion « Nazgil. Fierce. Shadow: Exert Ulairé Nelya and spot 
an opponent's site to replace it with your site of the same 
number. 10/3/2 


MM 84. @Ulairé Nelya, Ringwraith in 

Twilight R 5 

Unique Minion « Nazg@l. Twilight. While you can spot 2 bur- 

dens or 2 wounds on the Ring-bearer, Ulairé Nelya is fierce 

and damage +1. 10/3/2 

ae Ulairé Nertéa, Messenger of 2 
ulaur 

Minion * Nazgiil. When you play Ulairé Nertéa, for each we 

panion over 4, you may play 1 minion from your discard pile. 

9/2/3 


FR ake *Ulairé Ostéa, Lieutenant of 
Morgu 

Minion * Nazgil. Shadow: Exert Ulairé Ostéa to make a 

[Ringwraith] minion fierce. 9/3/3 


RE 86. *Ula a, Ringwraith in 








: U4 
Minion * NazgGl. Twilight. Each time Ulairé Otséa wins a skir- 
mish, you may exert him to transfer Blade Tip from your sup- 


port area to the Ring-bearer. 9/3/3 
FR 236. Ulairé Toldéa, Messenger of 
Morgul R 6 


Minion * Nazg@l. Fierce. Assignment: Spot 4 burdens to assign 
a companion (except the Ringbearer) to skirmish Ulairé 
Toldéa. 12/3/3 

MM 86. Wraith-world R 1 
Event. Skirmish: Spot a twilight Nazgil and the Ring-bearer 
wearing The One Ring to add 3 burdens, 


FR 238. Wreathed in Shadow Uo 


Condition. To play, spot a Nazgdil. Plays to your support area. 
Archery: Remove [1] to make the fellowship archery total -1. 


FR 251. A Host Avaiis U 3 
Event. Search. Maneuver: Spot a [Sauron] Orc and 6 compan- 
ions to wound a companion (except the Ring-bearer). Do this 





once for each companion over 5. 
FR 239. All Thought Bent on it U 2 


Event. Search. Maneuver: Spot a [Sauron] Orc and 5 compan- 
ions to make the Free Peoples player exert a companion for 
each companion over 4. 








FR 228. The Twilight Worid RO 
Event. Response: If Ring-bearer puts on The One Ring, exert a 
Nazgil to add 2 burdens. 


FR 237. «The Witch-king, Lord of sali ; 


Minion  NazgGl. Fierce. For each other Nazgil you can spot, 
The Witch-king is strength +2. 14/4/3 





MM 85. «The Witch-king, Lord of the 
Nazgul R 8 


Unique Minion * Nazgill. Twilight. Return to Its Master may 
not be played. Each time The Witch-king wins a skirmish, you 
may exert him to wound the Ring-bearer twice. 14/4/3 

FR 226. Their Power Is in Terror UO 
Event. Maneuver: Exert a Nazgdil to wound every ally. 


MM 81. They Will Find the Ring U1 
Event. Maneuver: Exert 2 Nazgil and spot X burdens to exert 
X companions. 


RE 84. They Will Never Stop Hunting bi = 


Event. Maneuver: Spot a Nazgill to reveal a card at random 
from the Free Peoples player's hand. Exert a companion bear- 
ing a ranged weapon X times, where X is the twilight cost of 
the card revealed. 
FR 227. Th Shadow U1 
Event. Skirmish: Make a Nazgil strength +2 (or +4 if you spot 
5 burdens). 
RE 85. Too Great and Terrible RO 
Event. Maneuver: Spot a Nazgil to wound Gandalf twice. The 
Free Peoples player may discard 2 [Gandalf] cards from hand 
to prevent this. 
FR 229. «Ulairé Attéa, Keeper of Dol 
Guidur : 
Minion * Nazg@l. Fierce. Skirmish: Remove / to make Ulairé 
Attéa strength +1 (limit +5). 12/3/3 
MM 82. *Ulairé Attéa, The Easterling U 6 
Unique Minion * Nazgil. Twilight. When you play Ulairé Attéa, 
you may wound an ally. 12/3/3 

FR ore *Ulairé Cantéa, Lieutenant of alps 
Guldur 
Minion * Nazgdl. Fierce. Skirmish: Exert Ulairé Cantéa to lg 
card a weapon borne by a character he is skirmishing. 10/3/3 


FR 231. *Ulairé Enquéa, Lieutenant of 
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FR 240. Band of the Eye R 4 
Minion ¢ Orc. Response: If this minion wins a skirmish, 
remove [2] to make the Free Peoples player discard a card at 
random from hand. 12/3/6 
FR 241. Curse From Mordor U0 
Event. Shadow: Spot a [Sauron] Orc to discard an [Elven] 
condition. 
FR 243. Despair R 2 
Event. Maneuver: If the total number of burdens and compan- 
ions in the dead pile is at least 12, spot a [Sauron] Orc to cor- 
rupt the Ring-bearer. 
FR 244. Desperate Defense of the Ring 

R 1 


Condition. To play, exert a [Sauron] Orc. Plays on a compan- 
ion. Each time bearer is assigned to a skirmish, the Free 
Peoples player chooses to either discard 3 cards from hand or 
add a burden. 
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FR 245. Desperate Measures R 2 
Event. Maneuver: Spot a [Sauron] Orc and remove a burden 
to make the Free Peoples player discard top 5 cards from his 
draw deck. 





FR 246. Enduring Evil RO 
Event. Skirmish: Spot X burdens to make a character skir- 
mishing a [Sauron] Orc strength -X 

FR 247. Enheartened Foe 

Event. Response: If a [Sauron] Orc wins a skirmish, make that 
Ore fierce until the regroup phase. 














FR 248. Forces of Mordor "C6 
Event. Shadow: Spot X [Sauron] minions to add ‘x. 
RE 88. Get Off the Road! AG 


Event. Search. Shadow: Spot a [Sauron] minion and a Nazg@l 
to make the Free Peoples player discard a card from the top of 
his or her deck for each burden you can spot. 


RE 89. Gleaming in the Snow 

Event. Regroup: Exert a [Sauron] Orc and spot a enor] 
companion to add a burden. 

FR 249. Gleaming Spires Will Crumble U 1 
Condition. Plays to your support area. Each [Sauron] Orc skir- 
mishing a [Gondor] character is strength +2. Discard this con- 
dition if your [Sauron] Orc loses a skirmish. 


RE 90. Hand of Sauron c 0 
Event. Maneuver: Exert a [Sauron] minion to make the Free 
Peoples player discard a card at random from his or her hand. 


FR 250. Hate RO 
Event. Maneuver: Exert a [Sauron] Orc to wound a companion 
(except the Ring-bearer). 

RE 91. His Cruelty and Malice R 1 
Condition. Plays to your support area. Regroup: Exert a 
[Sauron] minion to make the Free Peoples player discard the 
top card from his or her draw deck. 


FR 253. Journey into Danger RO 
Condition. Search. To play, exert a [Sauron] Orc. Plays to your 
support area. While you can spot 5 companions, each com- 
panion’s twilight cost is +2. 

RE 92. Massing in the East U1 
Event. Regroup: Exert a [Sauron] minion to discard a card 
from the top of the Free Peoples player's draw deck for each 
of these races you can spot in the fellowship: Dwarf, Elf, Man, 
and Wizard. 

MM 88. Memory of Many Things C2 
Event. Maneuver: Exert a [Sauron] Orc to discard an ally (or 2 
[Elven] allies). 

FR 254. Mordor Enraged RO 
Condition. Plays on a [Sauron] minion. Shadow: Exert bearer 
to add [1] for each archer companion. 


FR 255. Mordor’s Strength CA 
Event. Skirmish: Exert a [Sauron] Orc to wound a character he 
is skirmishing. 

FR 256. Morgul Hunter R 5 
Minion Orc. For each companion you can spot, this minion is 
strength +1. 9/4/6 


FR 257. Morgul Skirmisher U 3 
Minion ¢ Orc. Maneuver: Remove « to exert a Hobbit (except 
the Ring-bearer). 9/3/6 


FR 258. Morgul Skulker U 2 
Minion * Orc. When you play this minion, you may shuffle up 
to 2 [Ringwraith] cards from your discard pile into your draw 
deck. 7/2/6 

RE 93. Morgul Slayer R 2 
Minion ¢ Orc. Regroup: Exert this minion to wound a compan- 
ion (except the Ring-bearer). 7/2/6 

FR 259. «Morgul Warden R 3 
Minion « Orc. For each other [Sauron] Orc you can spot, 
Morgu! Warden is strength +1. 9/3/6 

FR 261. Orc Ambusher C4 
Minion ¢ Orc. Tracker. The roaming penalty for each [Sauron] 
minion you play is -1. Response: If a Free Peoples regroup 
event is played, exert this minion to cancel that event. 5/2/6 
FR 262. Orc Assassin U 2 
Minion ¢ Orc. Tracker. The roaming penalty for each [Sauron] 
minion you play is -1. Assignment: Spot 2 Hobbit companions 
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to make the Free Peoples player assign a Hobbit to skirmish 
this minion. 6/2/6 


FR 263. Orc Banner R 

Condition. Plays to your support area. Each time a [Sauron] 
Orc wins a skirmish, each [Sauron] Orc is strength +1 until 

the regroup phase. 


FR 264. Orc Bowmen R 3 
Condition. Plays to your support area. While you can spot a 
[Sauron] Orc, add 1 to the minion archery total. 


RE 94. Orc Butcher 
Minion ¢ Orc. For each [Sauron] condition you can spot, this 
minion is strength +1. 6/2/6 


FR 265. Orc Butchery seas R 0 
Event. Response: If a companion is killed by a [Sauron] Orc, 
the Free Peoples player must discard 3 cards from the top of 
his draw deck for each card in the dead pile. 

FR 266. Orc Chieftain C2 
Minion * Orc. When you play a weapon on this minion, add 

[2] (limit once per turn). 7/2/6 

RE 95. Orc Guard C4 
Minion * Orc. Maneuver: Exert this minion and discard your 
[Sauron] condition to discard a Free Peoples condition. 5/2/6 
FR 267. Orc Hunters U 3 
Minion ¢ Orc. Skirmish: Exert this minion to wound a charac- 
ter he is skirmishing. 9/2/6 

FR 268. Orc Inquisitor C 3 
Minion * Orc. When you play this minion, you may make the 
Free Peoples player discard a card at random from hand. 
9/3/6 
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RE96.OrcPillager  —t™ U4 
Minion * Orc. For each Free Peoples card bome by a character 
this minion is skirmishing, that character is strength -1. 10/3/6 


FR 269. Orc Scimitar a | 
Possession * Hand Weapon. Bearer must be a [Sauron] Orc. 
Skirmish: Remove [1] to make bearer strength +1 (limit +3). 
+2/- 

MM 89. Orc Scout C2 
Minion ¢ Orc. Tracker. The roaming penalty for each [Sauron] 
minion you play is -1. Response: If an event is played that 
spots or exerts a ranger, exert or discard this minion to cancel 
that event. 6/2/6 

FR 270. Orc Scouting Band U3 
Minion ¢ Orc. Tracker. The roaming penalty for each [Sauron] 
minion you play is -1. Skirmish: Exert this minion to wound a 
character it is skirmishing. 8/2/6 

RE97.Orc Slayer U1 
Minion ¢ Orc. Regroup: Exert this minion to wound a compan- 
ion (except the Ring-bearer). 5/26 

FR 271. Orc Soldier C 2 
Minion ¢ Orc. Skirmish: Exert this minion to wound a charac- 
ter he is skirmishing. 7/2/6 

RE 98. Orc Swordsman C3 
Minion * Orc. While this minion bears a weapon, he is 
strength +2. 9/3/6 

MM 90. Orc Taskmaster C3 
Minion ¢ Orc. Shadow: Exert this minion to add [1]. 8/3/6 

RE 99. Orc Trooper R 4 
Minion ¢ Ore. For each card in your hand, this minion is 
strength +1. 7/3/6 

RE 100. Orc Veteran U4 
Minion ¢ Orc. Skirmish: Discard your [Sauron] condition to 
make a character skirmishing this minion strength -1. 10/3/6 
FR 272. Orc War Band R 4 
Minion ¢ Orc. Skirmish: Exert this minion to wound a charac- 
ter it is skirmishing. 10/2/6 

RE101.OrcWarrior = C83 
Minion « Orc. Maneuver: Exert this minion and discard your 
[Sauron] condition to make the Free Peoples player discard 
the top 2 cards from his or her draw deck. 9/3/6 
































RE 102. Our List of Allies Grows Thin R 1 
Condition. To play, exert a [Sauron] minion. Plays to your sup- 
port area.Each time the fellowship moves, add [1] for each ally 
you can spot. 
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FR 274. Sauron’s Defenses U1 
Condition. To play, exert a [Sauron] Orc. Plays to your support 
area. While there are 3 or more companions in the dead pile, 
the move limit for this turn is -1 (to a minimum of 1). 


FR 275. Seeking It Always Sot) ae 
Condition. Search. Plays to your support area. Response: If a 
Stealth event is played, exert a [Sauron] tracker to cancel that 
event. 


FR 276.SeekingitsMaster = # # #$=R1 
Condition. Plays to your support area. Shadow: Exert a 
[Sauron] Orc and remove [2] to draw a card. 


FR 277. Shadow’s Reach Soa C 1 
Event. Shadow: Exert a [Sauron] Orc to discard a Free Peoples 
condition. 


MM 91. Southern Spies Cc 0 
Event. Response: If the Ring-bearer puts on The One Ring, 
spot a [Sauron] minion to make the Free Peoples player dis- 
card his hand. 


MM 92. Spies of Mordor U1 
Condition. Search. To play, spot a [Sauron] Orc. Plays to your 
support area. Each time the fellowship moves during the 
regroup phase, you may draw a card (or 2 cards if you spot a 
[Sauron] tracker). 


FR 278. Strength Born of Fear C4 
Condition. Plays to your support area. Skirmish: Remove « to 
make a [Sauron] Orc strength +1. 


RE 103. Terrible as the Dawn R 0 
Event. Maneuver: Spot a [Sauron] minion to wound Galadriel 
3 times. The Free Peoples player may discard 2 Elves to pre- 
vent this. 

RE 87. The Dark Lord Advances C2 
Event. Regroup: Exert a [Sauron] minion to reveal a card at 
random from the Free Peoples player's hand. That player must 
discard X cards from hand, where X is the twilight cost of the 
card revealed. 


FR 242. The Dark Lord’s Summons U1 
Condition. Search. To play, spot a [Sauron] Orc. Plays to your 
support area. Shadow: Remove < to reveal the top card of your 
draw deck. If it is a [Sauron] card, take it into hand. 
Otherwise, discard it and one other card from hand. 


MM 87. The Eye of Sauron U1 
Event. Shadow: Exert a [Sauron] Orc and spot X burdens to 
draw X cards (limit 5). 


FR 252. The Irresistible Shadow RO 
Condition. To play, exert a [Sauron] Orc. Plays to your support 
area. If you can spot 5 burdens and the Free Peoples player 
has no cards in his or her draw deck, the Ring-bearer is cor- 
rupted. Sauron Culture [Sauron] Ringwraith Culture 
[Ringwraith] 

FR 260. The Number Must Be Few U2 
Condition. Search. Plays to your support area. While you can 
spot 7 companions, the move limit for this turn is -1 (to a 
minimum of 1). 


FR 273. The Ring's Oppression Cs 
Event. Response: If a [Sauron] Orc kills a companion, add 1 
burden (or 3 if the Ringbearer wears The One Ring). 

FR 282. The Weight ofaLegacy § RO 
rene To play, exert a [Sauron] Orc. Plays on Aragorn. - 









































FR 279. «Thin and Stretched RO 
Condition. To play, exert a [Sauron] Orc. Plays on the Ring- 
bearer. Add a burden at the end of each turn during which 
bearer was not assigned to a skirmish (and another compan- 
ion was). 

MM 93. «Tower Assassin R 4 
Unique Minion * Orc. Maneuver: Exert Tower Assassin to 
wound an ally. 11/3/6 

FR 280. «Tower Lieutenant U4 
Minion ¢ Orc. Each time this minion wins a skirmish, the Free 
Peoples player discards 2 cards at random from hand. 10/3/6 
RE 104. Tower of Barad-dir R1 
Condition. To play, exert a [Sauron] minion. Plays to your sup- 
port area.Each time the fellowship moves, the Free Peoples 
player must discard a card from hand. 

FR 281. Under the Watching Eye c 0 
Condition. Search. To play, exert a [Sauron] tracker. Plays to 
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your support area. Each time the fellowship moves, the Free 
Peoples player must exert a companion. 

MM 94. Verily | Come RO 
Condition. To play, exert a [Sauron] Orc. Plays on the Ring- 
bearer. Each time the Free Peoples player draws a card (or 
takes a card into hand) during the fellowship phase, add a 
burden. 

MM 95. Vile Blade ara ie | 
Possession « Hand Weapon. Bearer must be a [Sauron] Orc. 
Bearer is strength +2 while skirmishing a Man or Elf. +2/- 

RE 105. Why Shouldn't! Keep it? =s_—«R:~«<O 
Event. Maneuver: Spot a [Sauron] minion to discard Bilbo. 
The Free Peoples player may discard 2 Free Peoples condi- 
tions to prevent this. 

FR 283. You Bring Great Evil C4 
Condition. To play, spot a [Sauron] Orc. Plays on a companion 
(except an Elf). While at a sanctuary, bearer cannot heal. 

















RO 
Condition. Plays to your support area. While you can spot 
Frodo and Sam and neither is exhausted, each is strength +1. 
FR 316. eA Talent for Not Being Seen U 0 
Condition. Stealth. To play, exert a Hobbit. Plays to your sup- 
port area. Each time the fellowship moves, spot 2 Hobbit 
companions to make the shadow number -1 (or spot 4 to 
make it -2). 





R 2 
Ally * Home 3 * Hobbit. Fellowship: Exert Bilbo to shuffle a 
[Shire] card from your discard pile into your draw deck. 2/3 


MM 96. ww Baggins, Well-spoken 
Gentiehobb 

Unique Ally Hee 1 © Hobbit. Fellowship: Exert Bilbo and 
discard a tale to discard a Shadow condition from an oppo- 
nent’s support area. 2/3 

FR 285. «Bilbo's Pipe U1 
Possession * Pipe. Bearer must be a Hobbit. Fellowship: 
Discard a pipeweed possession and spot X pipes to shuffle X 
tales from your discard pile into your draw deck. 


RE 106. «Bill the Pony U0 
Possession. Bearer must be a Hobbit companion. The Shadow 
number of each site is -1. Discard Bill the Pony when at an 
underground site. 


FR 286. Bounder Cc 1 
Ally * Home 2 ¢ Hobbit. Skirmish: Exert this ally to prevent a 
Hobbit from being overwhelmed unless that Hobbit’s strength 
is tripled. 2/2 

MM 97. Consorting With Wizards RO 
Condition. Tale. Bearer must be Bilbo. Bilbo may not take 
wounds (except during the archery phase). Fellowship or 
Regroup: Exert Bilbo or discard this condition to remove [1]. 


MM 98. Dear Friends 

Event. Fellowship: Exert a companion to place a Free Peoples 
card from your discard pile beneath your draw deck (or 2 Free 
Peoples cards if that companion has the Frodo signet). 


MM 99. Deft in Their Movements c 0 
Event. Stealth. Regroup: Spot 2 Hobbits to make each site's 
Shadow number -2 until the end of the turn. 

FR 287. Extraordinary Resilience § C 0 
Event. Response: If the Ring-bearer is about to heal, remove a 
burden instead. 

FR 288. eFarmer Maggot, Chaser of 
Rascals R 1 
Ally * Home 1 Hobbit. Fellowship: Exert Farmer Maggot to 
heal Merry or Pippin. 2/3 

MM 100. Fearing the Worst = # £RO 
Condition. Stealth. To play, exert 2 Hobbits. Plays to your sup- 
port area. The twilight cost of each search card and each 
tracker is +2. 

MM 101. ¢Filibert Bolger, Wily Rascal C 1 
Unique Ally * Home 1 * Hobbit. Skirmish: Exert a Hobbit com- 
panion twice to cancel a fierce skirmish involving that Hobbit. 
1/2 
































FR 289. *Frodo, 0 's Heir R 0 
Companion * Hobbit. Ring-bearer (resistance 10). At the start 
of each of your turns, you may heal a Hobbit ally. 3/4/G 


MM 102. Frodo, Reluctant nen 





0 
Unique Companion « Hobbit. Ring-bearer (resistance 10). The 
cost of each artifact, possession, and [Shire] tale played on 
Frodo is -1. 3/4/A 


FR 290. *Frodo, Son of Drogo c 0 
Companion * Hobbit. Ring-bearer (resistance 10). Fellowship: 
Exert another companion who has the Frodo signet to heal 
Frodo. 3/4/F 

RE 107. *Frodo’s Pipe U1 
Possession Pipe. Bearer must be Frodo. Fellowship: Discard 
a pipeweed possession and spot X pipes to heal a companion 
with the Frodo signet X times. 

RE108.FryingPan ; c 0 
Possession * Hand Weapon. Bearer must be a Hobbit. 
Skirmish: Exert bearer to wound an Orc he or she is skirmish- 
ing. +1/- 

FR 293. Halfling Deftness U 
Event. Skirmish: Exert a Hobbit to make him strength +3. 

FR 294. Hobbit Appetite D Cc 0 
Event. Fellowship: Add [X] to heal a Hobbit companion X 
imes. 
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FR 295. Hobbit Farmer C1 
Ally * Home 1 * Hobbit. While you can spot your site 1, this 
ally has the game text of that site. Fellowship: Exert this ally 
and spot opponent's site 1 to replace it with your site 1. 2/2 


FR 296. Hobbit intuition Cc 1 
Event. Stealth. Skirmish: At sites 1 to 4, cancel a skirmish 
involving a Hobbit. At any other site, make a Hobbit strength 
+3. 


FR 297. Hobbit Party Guest C-4 
Ally » Home 1 * Hobbit. At the start of each of your turns, heal 
this ally. Fellowship: Exert this ally to heal another Hobbit ally 
whose home is site 1. 2/2 

FR 298. Hobbit Stealth ay | 
Event. Stealth. Skirmish: At sites 1 to 5, cancel a skirmish 
involving a Hobbit. At any other site, make a Hobbit strength 
+2. 

FR 299.HobbitSword  —_y po eet 
Possession « Hand Weapon. Bearer must be a Hobbit. +2/- 
MM 103. Hobbit Sword-play #8 UO 
Event. Maneuver: Exert a Hobbit bearing a weapon to wound a 
minion. That minion’s owner may remove [3] to prevent this. 
FR300.LongbottomLeaf = C1 
Possession. Pipeweed. Plays to your support area. When you 
play this possession, you may discard up to 2 cards from 
hand. 

















FR 309. Rosie Cotton, Hobbiton Lass U 1 
Ally * Home 1 * Hobbit. Sam is strength +1. Fellowship: Exert 
Rosie to heal Sam. 1/2 

FR 310. ¢Sam, Faithful Companion R 2 
Companion * Hobbit. Fellowship: Play Bill the Pony from your 
draw deck. Response: If Frodo dies, make Sam the Ring-bear- 
er (resistance 5). 3/4/F 

MM 114. «Sam, Proper Poet C2 
Unique Companion * Hobbit. Maneuver: Exert Sam twice to 
make him defender +1 until the regroup phase. Response: If 
Frodo dies, make Sam the Ring-bearer (resistance 5). 3/4/G 


FR 311. eSam, Son Of Hamfast pa, oe 
Companion Hobbit. Fellowship: Exert Sam to remove a bur- 
den. Response: If Frodo dies, make Sam the Ring-bearer 
(resistance 5). 3/4/A 

RE 112. Seek and Hide on 
Event. Stealth. Skirmish: Spot 2 [Shire] companions to make a 
minion lose all damage bonuses. 

FR 312. Sorry About Everything co 
Event. Fellowship: Exert a Hobbit companion to remove a bur- 
den. 

FR 313. *Sting | R1 
Possession * Hand Weapon. Bearer must be Frodo. Fellowship 
or Regroup: Exert Frodo to reveal an opponent's hand. 

Remove [1] for each Orc revealed (limit [4)). ). +2 














FR 301. «Master Proudfoot, Distant 
Relative of Bilbo U1 
Ally » Home 1 * Hobbit. Fellowship: If the twilight pool has 
fewer than 3 twilight tokens, add [2] to reveal the top 3 cards 
of your draw deck. Take all [Shire] cards revealed into hand 
and discard the rest. 2/2 

RE 109. Meant to Be Alone C1 
Event. Fellowship: Spot a Hobbit companion (except the Ring- 
bearer) to reveal a card at random from an opponent's hand. 
Remove [X], where X is the twilight cost of the card revealed. 


RE 110. ¢Melilot Brandybuck, Merry Dancer 
R 1 








Ally * Home 1 ¢ Hobbit. Response: If a burden is about to be 
added by a Shadow card, exert Melilot to prevent that burden. 
2/2 





FR 302. «Merry, Friend to Sam R 1 
Companion * Hobbit. Skirmish: If Merry is not assigned to a 
skirmish, exert him twice to add his strength to another com- 
panion, 3/4/F 

FR 303. eMerry, From O’er the 
Brandywine 

Companion * Hobbit. While Merry bears a weapon, he is 
strength +2. 3/4/A 

MM 104. ¢Merry, Horticulturalist C1 
Unique Companion « Hobbit. Fellowship: Exert Merry to play 
Farmer Maggot from your draw deck. 3/4/G 


MM 105. *Mithril-coat R 2 
Unique Artifact * Armor. Bearer must be Frodo. The minion 
archery total is -1. Each minion skirmishing Frodo does not 
gain strength bonuses from weapons and loses all damage 
bonuses. 

MM 106. Nice imitation U1 
Condition. Stealth. Plays to your support area. Response: If a 
Hobbit is about to take a wound, discard this condition to pre- 
vent that wound. 

FR 304. Nobile intentions c 0 
Event. Skirmish: Exert a companion (except a Hobbit) to make 
a Hobbit strength +3. 

MM 107. Not Feared in Sunlight u1 
Condition. To play, spot 2 Hobbits. Plays to your support area. 
Each Nazgil is strength -4. Discard this condition during the 
regroup phase. 

MM 108. 0 Elbereth! Gilthoniel! 

Unique Condition. Tale. Bearer must be the Ring-bearer. 
Skirmish: Discard this condition to take off The One Ring or to 
cancel a skirmish involving the Ring-bearer and a Nazgil. +1/- 


RE 111. eOld Noakes, Purveyor of gg be 





c1 

















R 1 





Ally * Home 1 * Hobbit. Each time a Shadow card makes you 
discard a card from hand, you may also discard a minion or 
Shadow condition. 1/2 

FR 305. Old Toby C1 
Possession. Pipeweed. Plays to your support area. When you 
play this possession, you may draw a card. 

MM 109. Orc-bane RO 
Event. Maneuver: Spot Sting or Glamdring and exert its bearer 
X times to wound x Ores or X Uruk- hai. 











C1 
Companion * Hobbit. Your opponent may not  lecatd your 
[Shire] tales from play. 3/4/F 

FR 307. «Pippin, Hobbit of Some 
intelligence R 1 
Companion ¢ Hobbit. When you play Pippin, remove a burden 
or wound from a | companion. 3/4/G 








Event. Skirmish: Add 1 burden to wound each minion skir- 
mishing the Ring-bearer. 

MM 111. Practically Everyone Was 
Invited U0 
Event. Fellowship: Exert Bilbo to play a Hobbit from your draw 
deck. 








R 2 
Unique Possession. Tale. Plays to your support area. Each 
time you play a tale, you may spot Bilbo to draw a card. 





FR 314. Stone Trolls R 2 
Condition. Tale. To play, spot Bilbo. Plays on any character. 
Limit 1 per character. Each time bearer skirmishes a Troll or 
Uruk-hai, bearer is strength +3. 








FR 315. Stout and Sturdy SFE 
Event. Maneuver or Skirmish: Heal a Hobbit. 
FR 291. «The Gaffer, Sam's Father R 1 


Ally * Home 1 * Hobbit. Fellowship: Exert The Gaffer to heal 
Frodo or Sam. 2/2 


FR 292. «The Gaffer’s Pipe 

Possession * Pipe. Bearer must be a Hobbit. Fellowship: 
Discard a pipeweed possession and spot X pipes to remove 
[x]. 

RE 113. The Shire Countryside R 1 
Condition. To play, spot 2 [Shire] companions. Plays to your 
support area.Each time you remove a burden (except by a 
Hobbit’s nat text), you may heal a companion. 
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C1 
Condition. Tae. Bearer must be a Hobbit companion. 
Maneuver: Discard this condition to make each Hobbit com- 
panion strength +2 until the regroup phase. 

RE 114. Three Monstrous Trolls c 0 
Condition. Tale. Plays to your support area. Response: If a 
Shadow card is about to add any number of twilight tokens, 
exert a Hobbit ally to prevent this. 

FR 318. eThror’s Map 

Possession. Plays to your support area. Fellowship or 
Regroup: Exert a Hobbit to play the fellowship’s next site 
(replacing opponent's site if necessary). 

MM 110. *Took C 
Unique Companion « Hobbit. Fellowship: Play Gandalf or 
Aragorn; his twilight cost is -2. 3/4/A 


FR 319. Bag End © aE 
Fellowship: Exert a Hobbit to play The Gaffer from your draw 
deck. Site 1 

FR 320. East Road 

Each companion’s twilight cost is +2. Site 1 
FR 321. Farmer Maggot's Fields § U 
Fellowship: Exert a Hobbit to play Merry or Pippin from your 
draw deck. Site 1 

FR 322. Green Dragon inn U 
Fellowship: Exert a Hobbit to play Sam from your draw deck. 
Site 1 

FR 323. Green Hill Country 

The twilight cost of each Hobbit is -1. Site 1 





RO 























MM 115. Hobbiton Party Field — U 


aneuver or Skirmish: Heal a Hobbit. 
fou have a stout beart, little hobbit, but your 
, alone well not save you.” 
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Fellowship: Exert a Hobbit to play Bilbo from your draw deck. 


Site 1. 

MM 116. Hobbiton Woods U 
Forest. Fellowship: Exert a Hobbit to play your site 2 (replacing 
opponent's site if necessary). Site 1. 

FR 325. Shire Lookout Point U 
Fellowship: Spot Gandalf to play Gandalf’s Cart from your 
draw deck. Site 1 


FR 324. The Prancing Pony U 
Fellowship: Add a burden to play Aragorn from your draw 
deck. Site 1 











MM 117. Town Center — mak oe 
Fellowship: Play a [Shire] ally to draw a card. Site 1. 
FR 326. Westfarthing C 


Fellowship: Exert a Hobbit to play a companion or ally; that 

character's twilight cost is -1. Site 1 

FR 327. Bree Gate 3 U 2 

While you can spot a ranger, the move limit is +1 for this turn. 
ite 2 








FR 328. Bree Streets U1 
The roaming penalty for each NazgGl you play to Bree Streets 
is -2. Site 2 

FR 329. Breeland Forest U1 
Forest. Stealth events may not be played. Site 2 

FR 330. Buckleberry Ferry U1 
River. While only Hobbits are in the fellowship, there are no 
assignment and skirmish phases at Buckleberry Ferry. Site 2 
FR 331. Ettenmoors Tne 
Plains. Skirmish: Exert a companion or minion to make that 
character strength +2. Site 2 

FR 332. Midgewater Marshes U1 
Marsh. Each time a Hobbit moves to Midgewater Marshes, 
that Hobbit must exert. Site 2 

FR 333. Midgewater Moors U1 
Plains. Each time a minion is played, the Free Peoples player 
discards a card oy hand. Site 20 




















U1 
Forest. Each ii you play a possession or artifact on your 
companion, draw a card. Site 2 


FR 335. Weatherhills 
Each Nazgill's twilight cost is -1. Site ee 


FR 336. Weathertop 
Each Nazgdl at Weathertop is fierce. Site 2 


FR 337. Council Courtyard 
Sanctuary. When the fellowship moves from Council 
Courtyard, remove [2]. Site 3 


FR 338. Ford of Bruinen U0 
River. Sanctuary. The twilight cost of the first NazgQl played at 
Ford of Bruinen is -5. Site 3 
FR 339. Frodo’s Bedroom U0 
Sanctuary. Fellowship: Play a Hobbit to draw a card. Site 3 
RE 119. House of Elrond . U 
Sanctuary. When the fellowship moves to House of Elrond, 
the Free Peoples player may spot 2 Elves to remove a burden. 
Site 3. 


FR 340. Rivendell Terrace 

Sanctuary. Fellowship: Play a Man to draw a card. Site 3 
FR 341. Rivendell Valley — 
Sanctuary. Fellowship: Play an Elf to draw a card. Site 3 


FR 342. Rivendell Waterfall — U0 
Forest. Sanctuary. While you can spot a ranger at Rivendell 
Waterfall, the move limit is +1 for this turn. Site 3 


FR 343. Balin's Tomb i U3 
Underground. Maneuver: Discard a tale from play or from 
hand to heal your companion. Site 4 


FR 344. Dwarrowdelf Chamber U 2 
Underground. When the fellowship moves to Dwarrowdelf 
Chamber, Gimli or 2 other companions must exert. Site 4 


RE 116. Eregion Hills U 2 
When the fellowship moves to Eregion Hills, add a burden. 
Site 4. 

MM 118. Great Chasm U 
Underground. The twilight cost of the first [Moria] archer 
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played each Shadow phase is -2. Site te 


MM 119. Hollin — 
Plains. Uruk-hai are not roaming. Site 4. 
FR345.MithriiMine ~~ U3 
Underground. Shadow: Remove [1] to play a Shadow weapon 
from your discard pile. Site 4 Sites Shire Culture [Shire] 

FR 346. Moria Lake C 3 
Marsh. When the fellowship moves to Moria Lake, Frodo or 2 
other companions must exert. Site 4 

FR 347. Moria Stairway — U2 
Underground. Each companion and minion bearing a hand 
weapon is damage +1. Site 4 
FR348.PassofCaradhras = U2 
Mountain. Shadow: Spot a [Isengard] minion to play a weath- 
er card from your draw deck limit one per r tum). Site 4 











ae om 
Underground. Shadow: Play The Balrog from your draw deck 
or hand; The Balrog’s twilight cost is -6. Site 5 


RE 115. Caras Galadhon z: U3 
Forest. Sanctuary. While the fellowship is at Caras Galadhon, 
no more than one minion may be assigned to each skirmish. 
Site 6. 

FR 350. DimrillDale Cee i 38. 
Sanctuary. The twilight cost of the first (Moria) Orc played 
each Shadow phase is -2. Site 6 

FR 351. Galadriel’s Glade ¢$3 
Sanctuary. Fellowship: Exert an Elf to look at an opponent's 
hand. Site 6 

FR 352. Lothiédrien Woods tt Us 
Forest. Sanctuary. Each ally whose home is site 6 is strength 
+3. Site 6 

MM 120. Valley of the Silveriode “Us 
River. Sanctuary. When the fellowship moves to Valley of the 
Silverlode, each Hobbit companion may heal. Site 6. 

FR 353. Anduin Confluence ~ U6 
River. When the fellowship moves to Anduin Confluence, dis- 
card every ally. Site 7 

FR 354. Anduin Wilderiand C6 
Forest. River. While the fellowship is at Anduin Wilderiand, 
skip the archery phase. Site 7 

FR 355. Silverlode Banks ray i del 
River. When the fellowship moves to Silverlode Banks without 
a ranger, every companion must exert. Site 7 

RE 118. The Great River — C6 
River. While the fellowship is at The Great River, cards may 
not be played from draw decks or discard piles. Site 7, 

FR 356. Anduin Banks C6 
River. For each companion in the fellowship over 4, add 2 to 
the minion archery total. Site 8 

FR 357. Brown Lands U6 
River. For each minion archer at Brown Lands, the minion 
archery total is +1 (limit +4). Site 8 



































RE 117. Gates of Argonath ¢ 8 
River. Maneuver events may not be played. Site 8. 
FR 358. Pillars of the Kings feo Wee 


River. Fellowship: Discard a [Gondor] card from hand to heal a 
[Gondor] companion. Site 8 

FR 359. Shores of Nen Hithoel U9 
River. Shadow: Spot 5 Orc minions to prevent the fellowship 
from moving again this turn. Site 8 

FR360.EmynMuil go  ° &#.US 
Maneuver: pata: a minion to make that minion fierce until the 
regroup phase. Site 9 

FR 361. Slopes of Amon Hen — 

The twilight cost of each [Isengard] minion is -1. Site 9 
FR 362. Summit of AmonHen > 
When the fellowship moves to Summit of Amon Hen, eac 
Shadow player may draw a card for each burden. Site 9 
FR 363. Tol Brandir U9 
River. Shadow: Play up to 3 trackers from your discard pile; 
end your Shadow phase. Site 9 mannan 
RE120.WastesofEmynMuil = U9 
Maneuver: Spot 4 companions and exert your [Isengard] Orc 
to make the Free Peoples player wound a companion. Site 9. 
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TOWER BLOCK 





PLAYER’S GUIDE 


The Two Towers 


OF THE 
RINGS 
TRADING CARD GAME 


Presented here are all 621 cards in the Tower Block 
(609 unique cards, plus 12 alternate-image cards), sort- 
ed by culture. 


The One Ring and Dunland culture cards begin on 
this page; Dwarven on page 49; Elven on page 51; 
Gandalf on page 54; Gollum/Sméagol on page 57; 
Gondor on page 58; Isengard on page 61; Moria on page 
69; Raider on page 69; Ringwraith on page 73; Rohan 
on page 73; Sauron on page 77; Shire on page 79; Sites 
on page 82; and promo cards are on page 85. 


Rarity key: red border = rare; blue border = uncom- 
mon; black border = common; green border = premi- 
um/promo. 
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: by ht cost is -2. That Man is fierce ¥ Shadow: If stacked on a ste you control ake control of a site. 
mage +h until che regroup Phase pplay this ; g 4 : wl! not guiatil at the sun... the wild men ofa 


Seruman bas inflar 


LEAPING BLAZE 


0 
E 
- 4 
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idow: Spo: 3 “Ff minions to shuflé {© your support area. ; Plays fo your support area, 4 Plays to your support area. 
hand into your draw deck and draw Bach time a “# Man wins a skirmiili ; Shadow: Remove @ to placea While a “¥™ Man is stacked on a site, 
Beards. The Free Peoples player may anvolving a Man, you may make that ken here. ; ite is 45 
Miscard 3 cards from hand to prevent this Minion strength +2 and fierce until the 9 BS h: Spot.a “f Man and removeg Ba. WE at te 
Ete saw tor eniless povnts of fiety Mahal : “token from this card. A character § 1, arpa , 
p |, scattered like red flowibms eh k your hands they row Jour 3 Biemeing thi ie a Mai aD docs not gai : ; 


f selands j ? o scratch | wang off rock 


READY TO FALL 


RAVAGE THE DEFEATED 


5 fo your support area. “% } ; Aan wi " ; fo your support area. 
Regroup: Spor 2 “f™ Men and discard — Assignment: Spot a site you control ski Sh. vag 2s sites You control and 
this Sendition to inake the Free a t remove @ co assign a “FP Man ro an F re 

nibound companion, 


» 


the ‘Duntendings Bat the Dreslerdings carmot steal, they destroy, 
prdes from Drenland kind: waste to v F 
panbers prew 


eh on re nme 





o 


War Cus 


AZAD 


Baruk Ki 


RABBLE-ROUSER _ 


man may nor be assigned to a 


skirmish. 3 
Fach time the fellowship moves, the Free 
Peoples player musi cxert a companion | 


of cach “¥ Man you can spot. 
irmish: Excrt Saruman to makea 
Man strength +2. F 


ch time bearer wins a skirmish, you 
fay discard 2 Free Peoples possessions, 
: é wooden weapon of the wi Fs ten $ le Ww Scores of 
mutd villager : 


Phe owilight cost of this minion is -2 
during the skirmish phase. 

When you play this minion, the Free 
Peoples player may discard 4 cards fronv 


t and to discard it, 7 


Maneuver: Exert a Dwarf to wound 
@ minion. You may take the next 
Maneuver action. 


Y Axes of the Dwarves!” cried Ginsit wn the secret 
ptongive of bis hin. 


*Srecret Fork 4S) 


Best COMPANY 


tt a I 


ie Connition 


to your support arca. 
h time a companion or ally loses a 


irmish involving a “f Man, you may 


cea ~_- ~ token on this card, 
aneuyer: Discard a Free Peoples 


| fesponse: Ifa FP Man winsa 
kirmish, make him fierce and strength | 
4 until the regroup phase. 


P*Death to the “Forporl! 


NLENDING CHIEFTAIN 


Skirmish: Make a Dwarf strength +2 (or 
+4 if at a battleground). 
“An axt swung and swept hack, Two On s fell 


headless. “Ibe rest fled, 


Too Lone Have THESE 
PEASANTS STOOD 


a 
a 
tw 
& 
= 
tw 
= 
S 


— = 4 P| aa 
= Man wins a 
irmish, discard all. conditions. 


e rabble of “Duntand pil wed their 


TY aerese te 


Hach time this minion wins a skirmish, 


Fou may play 2 “$f Man from hand: hi 


ilight cost is +2. That-Man is fierce 
damage +1 until the regroup phases 


P By veer blood... wr swrs et JOY VOU ete 


Bearer must be Gimli. 

He is damage +1. 

Skirmish: Discard a @® condition ora 
card stacked on a G® condition to make 
Gimli suength +}, 


+e 


wherever thou goest nry t govs with thee 


"But have a care to lay shine « be right tree!” 


Fellowship: Stack the top 2 cards from 
ag draw deck on a B® condition that 
a 


sa card already stacked on ic. 


*You are the pst, luckiest, most reckless fool ['ve 
aver out! Bless you.” 


WA NNO SNP NNER 


SCRY E 


WAKE OF DESTRUCTION 


Wi tp Man Raip 


Baruk KHAZAD 


Courtesy OF My HALL 


Evel even the smalicst o 


Maneuver: Spor 2 sites you control to ~ 


ake each of your $™ Men fierce until 


ethe regroup phase. 


laneuver: Spor 3 4% Men to disca 


Free Peopics possession or condition. 


f trinkets was safe from tbe 
Mestraction of the ‘Duniending 


Maneuver: Exert a Dwarf to wound 
4 minion. You may take the next 
mancuver action. 


pt sual! dark figure that none bad observed sprang 


Bout of the shadows and gave a hoarse shout 


CONDITION 


| Plays to your support area. When you 


play this condition, stack a card from 


’ your discard pile here. 


Fellowship: Discard a Free Peoples card 


' stacked here to heal a Dwarf. 


ae - “ . 7 sy 
“Now my guests, come!.. Come and take such 


refreshment as baste allows?” 





| Fellowship: Spot a Dwarf to draw a 
card or play a @® condition from your 
| discard pile. 
BY] have fought many wars, master “Dwarf, [ know 


how to defend ny own Keep.” 


= 


= - 


Damage +1. 

Gimli is strength +1 for cach unbound 
“Hobbit companion you can spot. 

**You speak evil of that which is fuir beyond the reach 


i 3 
of your thought, attd only little wrt can excuse you”) 


POSSESSION 


Plays fo your support area. 

Maneuver: Exert a Dwarf companion to 
make each minion at a batdeground lose 
all damage bonuses unui the regroup 
phase. 

© sudden and terrible, from the rower above, the 
sound of the great born of Helen rang Orel . 


7 Plays to your support area. 
Each time Gimli wins a skirmish, place a 


®® voken on this card. 


While you can spot X tokens on this! 


ecard and the same number of @ tokens 
on Final Count, Gimli is strength +X 
(limit +3). 


DWARVEN FORESIGHT 


KHAZAD Al-MENU 


Quick As May Be 


Fellowship: Spot a Dwarf to take a Free 
Peoples card stacked on a @® condition 
into hand. 


PP" would guess thar the burned bones of the hobbits 
are now mangled with the Orrs’’” 


*GIMLI 


SKILLED DEFENDER 


. PANION * DWARF 7 


Damage +1. 
Each time Gimli wins a skirmish, you 
may wound a minion assigned to skirmish 
an unbound companion. 

: Daspite Théoden's preparations, Ginali found it 
NECESSITY fe warn bite of the advancing Oruk army. 


| Skirmish: Make a Dwarf strength +2 (or 
prengrh +3 and damage +1 if you spot 
Legolas). 

The Oris are bebind the wall. Ai-vi! (Come, 

Legolas! ‘There ave enough for both of us.’” 


Maneuver: Spot a Dwarf companion 
and an Elf companion to wound a 
minion. 

**] think, nonetheless, that we no longer need any 
trail to tell us which way to ee” 


a 
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uv CONDITION v 


| Tale. Plays to your support area. 
When you play this condition, reveal the 
top 6 cards of your draw deck and stack 
them here. 
Fellowship: Spor a Dwarf and discard 
the top card of your draw deck to take a 
Free Peoples card stacked here into hand. 


BLS 


Skiemish: Exert Gimli to make an 
“unbound companion strength +1 (or +2 | 
if that companion is Legolas). 

“But a small dork figure that none had observed 
Spring out of the shadows and gave a boarse shout: 

; Sh Khuzad * 


Maneuver: Exert Gimli twice to make 
him and each Elf companion strength +3 
until the regroup phase. 


* He bewed a two-handed stroke and laid the last 
Orc before his feet. "Now ney count passes Master 


Legolas again.” 


Regroup: Shuffle any number of B® 
conditions (and all cards stacked on 
them) into your draw deck. 
®* And yet event ], “Dwarf of many potrneys... cannot 
- 7.4 é aus 
fun all the way to [sengard without any pause..., 


eS AP SNES A Nye 


FROM THE ARMORY 


«Here Is Goop Rock 


«More To My Likinc 


RESTLESS AXE 


’ Plays t your support arca. 
Skirmish: Exert a Dwarf and stack a 

| Free Peoples card from hand here to 
preven all wounds to thar Dwarf. 


ESTt's a bit tight around the chest,’” 


@ CONDITION EO 


; Tale. Plays to your suppor area. 
Skirmish: Stack a Free Peoples card 
from hand here to make a Dwarf damage 
+1. 


b*Give ine a year and a bundsed of my kin and ] 
swould make this « place that armies would break 


upon like water.’” 


Plays to your support area. 

Maneuver: Seacl the top card from your 
draw deck here (limit once per phase). 
Maneuver: Spot a Dwarf and discard a 
card stacked on a @® condition to takea 
Free Peoples card stacked here into hand. 


PXT Bis country has tough bones.’” 


Regroup: Exeri a Dwarf to shuffle a B® 
condition (and all cards stacked on it) 
into your draw deck. Exert a minion for 
each card shuffled into your draw deck. 


Birr nie a row of ore-necks and room to swoittg and 


“all weariness will fall from me!” 





_ 


SEARCH FAR AND WIDE 


BREAK THE CHARGE 


| Fellowship: Spot a Dwarf and discard 
the top card of your draw deck to draw 2 
cards, 
#OWe have been set many riddles since we came to 


Tol Brandir, but this ss the hardest to unravel?” 


ah 


CONDITION 


Plays to your support area. When you 
play this condition, you may spor an Elf 
to place 2 @ tokens here. 

Skirmish: Discard this condition or 
remove an © roken from here to make a 
minion skirmishing an Elf strength -1. 


€hes rely Mport mor that strength in conwat 


Ecven Warrior 


| To play, spot an Ff 

) While skirmishing a wounded minion, 

| Balglin takes no more than | wound 
during cach skirmish phase. 


ne fighter. He asks for no an 


EVENT 


oe 


Archery: Exert 3 EJF companions to 
make the fellowship archery cotal +2. 
A wall of (iven arrows met the attaches 
reached the Homburg itself. 


*STOUT AND STRONG 


BANNER OF ELBERETH 


COMPANY OF ARCHERS 


CONDITION 


Plays to your support area. 

Each time a Dwarf wins a skirmish, you 
may place a token on this card. 
Skirmish: Make an unbound companion 
strength +1 for cach @® token here 
(limit +3), Discard this condition, 


P* Newer did J see an axr so wielded.’” 


Tale. 
Fellowship: Draw a card for cach Elf 


Companion you spot. 


2}; wwe do not trast the strength < 


S frest fo the victory of Sauron,’ 


Possession * HAND WEAPON 


Bearer must be an Elf companion. 
Each time bearer wins a skirmish, you 
may draw a card. 

Response: If bearer wins a skirmish, 


discard this possession to liberate a site. 


**Fisst name the four, t 
all, the elf-ctaldrens 


EVENT 


Archery: Spot 2 Elf companions to 
discard a condition. 
The Natth ( ‘ompany 2 veteran band from tie South 


} 


of Lorie: conic trad fire on the Unik machi 1s 





ARROW AND BLADE 


Biapes DRAWN 


PNT NN OSNE NAPA. 


SCRYE 





v CONDITION ; ie 


| Plays to your support area. When you 
lay this condition, you may spot a 
warf to place 2 tokens here. 
Fellowship: Discard this condition or 
remove a (@® roken from here to stack 
the cop card of your draw deck on a G® 


condition that has a card stacked on it. 


| Skirmish: Exert X Elf companions to 
make a minion skirmishing an unbound 
companion strength —X. 
The ¢ lven bow ard the sword of Man fi usht together 


aS Or Weapon 


CONDITION 


To play, spor 3 Elves. Plays to your 
Support arca. 

For each wound on each minion, that 
Minion is strength -2. Discard this 
condition during the regroup phase. 


; the & oy archers wer 


A.ty * Home 3 « ELF 


At che start of each turn, heal Elrond. 
Fellowship: Exert Elrond to discard the 
top card of your draw deck. Ifit is an @ 
card, you may take it into hand and heal 
an Elf companion. 

Yon have 


die 


BREAK THE CHARGE 


While this card is stacked on a @® 
condition, Gimli is strength +1. 
Fellowship: Piace chis card or another 
{S® card from hand on cop of or beneath 
your draw deck. 


Don's tell she él” 


Skirmish: Exert an Fif to make a minion 
skirmishing Arwen strength —1. 


“Tf you trict wothing else, trest this... triest 0 


EVENT 


Archery: Exert 3 Elf companions to 
make the fellowship archery toral +2. 


. od . 3a 
AL storm of white arrows answered the attacking band 


of Jsengard 


Bearer moust be an Elf. 


| Bearer is an archer. 


"No finer bows conta defend Jtelm's Deep than thot 
of the Golden Wood 








FOREARMED 


| is strength +2. 


Gondor — ive 


To play, spot an Elf. Bearer must bea 


companion. 

Response: If another possession borne 
by bearer is about to be discarded, 
discard this possession instead 


EREVELDIR 


- TS CPPS POSS TTT 


‘Son OF THANDRO! 


COMPANION * ELF 


To play, spor an Elf. 

Skirmish: Exert Pereveldir and discard an 
@ token from your condition to wound a 
minion Fereveldir is skirmishing 

hogy ther 


EVENT 


Skirmish: Reveal the top card of your 
draw deck to make a minion skirmishing 
an Elf strength ~X, where X is the 
twilight cost of the revealed card. 


Give (hen @ WOuey 


| While no opponent controls a site, Haldir 


5 


up: Exert Haldir ara battleground 
and exert another Elf to liberate a site. 


“Tn days of old. nry people stood beside the 





ELVEN SWORD 


FOREWARNED 


Ma en ke 


KILLING FIELD 


—— na 


POSSESSION ¢ HAND WEAPON 


Bearer must be an EIf. 

Skirmish: Exert bearer or discard 2 cards 
from hand ro make a minion skirmishing 
bearer strength -1. 

Fine blades { 


betrloors 


*rEREVELLON 


COMPANION * ELF 


To play, spor an Elf. 

Skirmish: Exert Ferevellon to make a 
Minion skirmishing him strength -2. 
The Uruks at Hirim’s Deep fell to bis bieute as easily 
as Goblins from the mountains 


— 


2 CONDITION 


To play, spot 2 Elves. Plays to your 


A ot arca. 

Fellowship: Add @ to look ac the top 
card of your draw deck. You may discard 
this condition to discard that card. 


"Whether b 
Aragorn wll dt 


To play, spot 3 Elves. Plays to your 
support areca. 


Each wounded minion is prevented trom 


being fierce. Discard this condition 
during the regroup phase. 


*FiNAL COUNT 


oR A a a 


Naty Lieurenant 


COMPANION ¢ Etr 


To play, spor an EIf. 

P While Erethén bears a r: unged weapon, 
he is strength +1 and damage +1, and he 
does not add to the fellowship archery 
rotal. 


CONDITION 


Plays t© your su yport area. 

Each time pai wins a skirmish, you 
may place an @ token on this card. 
While you can spot X & tokens on this 
card and the same number of tokens 
on My Axe [s Notched, Legolas is strength 
+X (limit +3). 


| Ac the start of each turn, heal Galadriel. 


j Skirmish: Exert Galadrie! to discard the 
top card of your draw deck. If it is a 
Shadow card, make a minion skirmishing 
an Elf strength -3, 

"In Dwoumnord 
thoeghts of M 


Archer. 

Bach rime | egolas wins a skirmish, you 
may heal a Dwarf companion or another 
Elf companion, 


“se 


FEATHERED 


FLASHING STEEL 


GIFT OF FORESIGHT 


Skirmish: Make a minion skirmishing 
an Elf strength -2 for each wound on 
thar minion. 


Civen swords found the same targets as 


Ee — eee 


ee ad - - _ 
ect eRe 


~ EVENT 


4 - . 
Skirmish: Exert an Elf to make a minion 


skirmishing that Elf strength -3 


Good! But my count ts now nwo dozen jt ba 
been kunfe-w rk up here.” 


Fellowship: Spor an Elf to reveal the top 
card of your draw deck. You may discard 
it, return it to the top of your draw deck, 
or take it into hand. 

M* Flere you will dwell, bound to your ¢ 

the fading tre 


DAUNTLESS HUNTER 


The twilight cost of each Shadow event 


| and Shadow condition is +1 for each 


unbound Hobbit you can spot. 


"They are far. far awey 
they have not rested thes 





Nae SAO NN NEN RA 


SCRYE | \ 





Oe “ee Ke ‘ AA lla 
Even COMRADE ; 


*LEGOLAS’ SworD 


ee 


=. Ta ety re aed 


COMPANION * ELF 


» POSSESSION * HAND WEAPON © “— POSSESSION 


COMPANION ¢ ELF 


Archer. ; | Bearer must be Legolas. To play, spor 3 Elves. Bearer must be a Regroup: Exert this companion to make 
Skirmish: Exert Legolas to make a Each time the fellowship moves, you may companion. a Shadow player wound a minion. 

“ee : «4 . - A Fel ¢ s “n r 4 ; ¢ ; 
minion skirmishing an unbound | spot a wounded minion to heal Legolas, Regroup: Discard this possession to Hialdir’s Elven bowenen were experienced defenders 
companion strength -1 (or -2 if that reconcile your hand. py : i RS. 

ot 6 an ; Of the borders of the Golden Wood 
companion is Gimli). : 


Legolas wielded a longsword to strike from 


ond Ome, you shail sit bebind me, friend Gimli 





WwW 


Must BE A DreaM 
NattH LONGBO 





LoriEN Is Most WELCOME 


oe he ee 
: | ee SS ES ae 
COMPANION © ELF » POSSESSION * RANGED WEAPON 


--——--— a eee - ———— — ————— 


Pe ead 





t To play, spor 3 Elves. Plays to your 
support arca. 
Each wounded minion loses all damage 
bonuses. Discard this condition during 
the regroup phase. 


“iW are proud to fight long ide Men once mor 


} °NaiTH 


COMPANION © ELF 


To play, spot 3 Elf companions. 
Skirmish: Exert Naith Troop to discard 
the top card of your draw deck. If it is an 
© card, make a minion skirmishing 

, 


Naith Troop strength -2. 


NAiTH WARRIOR 


Each minion skirmishing this companion 
is Strength -2 for each wound on that 
minion. 


Long, curved ¢ wt Stevl Cul Aows 


AITH 


To play, spor 3 Elf companions 
pray, i 


| While Naith Warband bears a ranged 


Weapon, it takes no more than} wound 
during cach skirmish phase and does not 
add to the fellowship archery total. 
Bet ae not (bien ; uy” 


lrr¢s 


Nicut WitHout Enp 


Fellowship: Spor an Elf to reveal che top 
¢ard of your draw deck. Heal up to 2 
companions whose culture matches the 
revealed card. You may discard the 
revealed card. 


May thi 


EVENT 


ae see oe 


Response: /f an Elf wins a skirmish, 


exert that Elf to liberate a site or wound a 
minion. 





) Bearer must be an EIF companion. 
Archery: Exerc bearer to discard thé top 
card of your draw deck. If it isan @ 

| card, exert a minion. 


Pawtc.. a 
Soou (het NO nie 










SORDULUS 
YounGc Wagrior 


To play, spor an Elf. 

The twilight cost of each ranged weapon 
played on Ordulus is -1. 

Oprdulus always has an arrow nocked and a full 
quiver 1x 









SWORD-WALL 





SUPPORTING FIRE 





*STRENGTH OF ARMS 





a mn 






ee 8 gine ae 
EVENT 












CONDITION 





COMPANION © ELF 


















| Skirmish or Regroup: Spot 3 Elf 
companions to liberate a site or exert 
4a minion. 


Skirmish: Make an Elf strength +2 (or 


To play, spot an Elf, 
+3 if you spor 3 Elf companions). 


While Pengedhel bears a ranged weapon, 


he is strength +2 and he does not add to 


| Plays to your support area. 
Each time an Elf wins a skirmish, you 
may place an & coken on this card. 






the fellow ship archery coral. 


Skirmish: Make a minion skirmishing 
an Elf strength -1 for each ® token here 





Swerd-w ork if made ¢asicr with archer 







d A fixed snd of € Puen blades can bold off preal 


D amnbers of the P nemy’'s hordes 








{limit -3). Discard this condition. 






Ohi: Weapons were mnore than a match for the Unuks 






sue 
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Co gmcrauen 


< Suarp-eYED BOWMAN 


GS *THANDRONEN 
B Verenan Provecron a 


COMPANION © ELF es COMPANION * ELF 


| To play, spot an Ef. . To play, spot an EIf. Regroup: Spor 3 Elf companions to heal ." To play, spor an Elf. 
While Taurnil bears a ranged weapon, Regroup: Exert Thandronen to discard a] @ companion and liberate a site. Bee While Thonnas bears a ranged weapon, 
the twilight cost of each Shadow ie minion stacked on a condition or stacked Anxious defenders cheered the welcome sound of each minion skirmishing him is strength | 
session is +2, and he does not add to On a site. Ghvus il NIL oe =2 and Thénuas does not add to the 
the fellowship archery rotal. — fellowship archery rotal. 


The twin sons of Thandroarn marched with their 
Taurnil's careful aim can disarm bis enenties at fatter te defend Flelm's Deep ives of Lorien bone their hnife-work fighting Goblin 


long range raiders, 


*BEHOLD THE WuiTE RIDER 
BOOMED AND TRUMPETED 


CONDITION 
ne 4 54 
Skirmish: Make an Ent strength +X and 


| Skirmish: Make an Elf strength +2 t 
damage +X, where X is the number of 


Plays to your support area ; Unhasty. 
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a 
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o 


er +3 if skirmishing a wounded minion). 


As élf avoids taking up arins, but onter committed to 
the fray, bis will is resolute, 


oer Exerr 2 Ents to liberate a site 
and discard a Shadow condition 

‘ To Jsengard! Though [sengard be ringed and 
barred with doors of stone; / Though Tsengard be 
Stronp and hard, as cold.as stone and b 


bone 


COMPANION ® ENT 


a ee 


While you can spor 3 Ents, this 
companion is strength +2. 


"As they drow near the flash and flicker of their eyes 


; 


foltla Oe sect 


Down FROM THE HILLS 


Each time Gandalf wins a skirmish, you 
may place a Ye token here. 

Skirmish: Wound a minion skirmishing 
Gandalf for each Xx token here. Discard 
this condition. 


~ Gandalf : 


Spell. 

Maneuver: Exert Gandalf 3 times to 
make an unbound companion with the 
Gandalf signet strength +5. defender +1, 
damage +2, and unable to take wounds 
until the regroup phase 


“Down leaped 


COMPANION * ENT 


on 


To play, spot 2 Ent companions, 

Ent Horde’s twilight cost is ~2 for each 
Ent or unbound Hobbic you can spot. 
While you can spot more minions than 
companions, Ent Horde is defender +1. 


nT Moot 


Assignment: Exert an unbound Hobbit 
or discard 2 cards from hand to allow 
Birchseed to skirmish. 

Fellowship: Exert Birchseed to heal an 
unbound Hobbit. 


Bearer must be an Ent. Limir | per bearer. 
Discard this condition at the end of the 
turn. 


5 trrrifyne, 


To play, exert an unbound Hobbit. 
Bearer must be an Ent, Limit 1 per 
bearer. 


unbound Hobbits you can spot. 


"thor bole and bough ave betreiinig now, the furnace 


rodrs- 


Bearer must be an Ent. Limit | per bearer. 
Discard this condition at the end of the 
turn. 


"They pushed, pulled, tore, shook, aad barnimerta 


Unhasty. 
Assignment: Exert an unbound Hobbit 
or discard 2 cards from hand to allow 
this companion to skirmish. 

* We keep off strangers and the foolhardy: and we 


we walk and we weed 





SGANDALF___ 
MITHRANDIR 


FurY OF THE WHITE RIDER 


COMPANION * WIZARD 


COMPANION * WizaRD 


<¥ 


While you can spot 3 ewilight tokens, 


Spell. 

Maneuver: Spor 3 twilight tokens and 
exert Gandalf to wound a minion twice. 
"The White ‘Rider was upon them, and the server of 


his coming filled the enemty with madness 


Fellowship: If the owilight pool has 
fewer than 2 cwilight tokens, add @ to 
play a character from your discard pile. 
**Dangerous!... And so am J, very dangerous; mort 


} } 
HaNgETONS lbant airy Thingy you will ever wreet 


Each time the fellowship moves, wound 
Gandalf. 

"The Dark Jord has Nine. But we have Ofte, 
mightier than they: the White Rider. He bas passed 
through thee fire and the abyss, and they shall fear 


om 


Gandalf is strength +3, 


“Bebold, ] am not Gandalf the Grey, whont you 
betrayed. | ami Gandalf the White, who has refurntd 


from death.’’ 


*GANDALF’S STAFF £© 
WALKING STICK 
*GLAMDRING 
LIGHTNING BRAND 
HAVE PATIENCE 
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Bearer must be Gandalf. 

While you can spor 2 twilight tokens, 
Gandalf is damage +2. 

“She staff in the band of @ Wizard may be shove 
thant a prop for age ; 


Bearer must be Gandalf 

He is damage +1. 

Each time you play a spell during a 
skirmish, you may make Gandalf damage 


+1 until the end of thar skirmish. 


Spell. 

Fellowship: Spot Gandalf to discard all 
conditions. 

* His hood and grey rags were flung away. Hee 


: } 
Werle garments sbore. 


Fellowship: Spot Gandalf to heal an 
unbound companion twice. 


“Go where you must go, and Dope 


“ectt ; ; , 
Thunder they beard, and lightuin srnsote upoN 
(reba! and leaped back broken inte te rghees of fire 


oka 


‘yi 


*HEARKEN TO ME 
Into DarK TUNNELS 


ce) 
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° 
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Spell. To play, spot Gandalf. Bearer Skirmish: Spot Gandalf and 3 ewilight 


tokens to prevent all wounds to a 


To play, spot 2 Ent comnpaaionte + Spell. 


moust be Théoden. = Host of Fangorn's rwilig 


Discard all Shadow conditions on 
Théoden. Shadow conditions may not be 
played on Théoden. 

Not all is dark. Take courage, Jord of the Mark 
for better belp you will not find 


~ 


each Ent or unbound Hobbit you can 
Spot. 
“OF course, it is likelyenough, uty friends,...that we 


ty ‘ Ya 
OTe going {0 Our door, the ast march of tx Cts 


vt cost is -2 for ies Response: [f you play a x event, exert 


Gandalf twice to place that event in your 
hand instead of your discard pile. 

© Even Sauron knows them not. They are older than 
be. “Now ] bave walked there, bet ] will bring ie 


report te darken the Gigbt of day 


companion who has the Gandalf signet. 


#9 A-witless wont you have become. 





G * UICKBEAM 
, ‘a BREGALAD 


~ 


@ Even Saran 


LONG I FELL 





MITHRANDIR, MiTHRANDIR! 


COMPANION * ENT 






Quickbeam's rwilight cost is -1 for each 
Ent or unbound Hobbit you can spot. 


Mi. oa 
Skirmish: Spor Gandalf to prevent all eee aneuver: Exert Gandalf to wound cach 
wounds to him, Any Shadow player may minion who has strength of 6 or less. 
make you wound a minion to prevent 


this. 


®* Flis fire was about ime ] was burned,” 


Unhasty. 

Assignment: Exert an unbound Hobbit 
or discard 2 cards from hand to allow 
Lindenroot to skirmish. 

Skirmish: Exert Lindenroor to wound 
an # minion he is skirmishing. 






“But if we stayed bome and did netting, doom 
: 






"The weld wen fell on therr faces before him wold find us anyway, scorer of later 





A most well-founded and considerate & nt 
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ROLL OF THUNDER 


UNDER THE LiviNG EARTH 


56 


Fellowship or Maneuver: Spot Gandalf 
t6 discard a Shadow possession or 
Shadow artifact, 

fire and death to bandy 


we-inan tril the Lebinine 
aA 


SSKINBARK _ 


FLApRIF 


Skinbark’s twilight cost is ~1 for each 
Ent or unbound Hobbit you can spot. 
Response: !f an unbound Hobbit is 
about to take a wound, exert Skinbark to 
prevent that wound 

* Outs & wit up ftto te 


Birehes that be ioves best 


EARTHBORN 


Response: [f an unbound Hobbit is about 
to be discarded, stack him here instead, 

Fellowship: Exert Treebeard and add @ 
to play an unbound Hobbit stacked here. 


"Do not be hasty 


ee 7 
Skirmish: Make Gandalf strength +1 for 
each twilight token you spor (limit +5). 

“TD hither ] came at last, to the uttermost foundations 


of stone. Fis was with me still” 


STUMP AND BRAMBLE 


WELL MET INDEED 


Skirmish: Exert an Ent to make him 
strength +1 for each Ent you spot (limit 
+4). 


“Te ] engard! the Opts oried in many voices 


Maneuver: Spot an  minion and an 
Ent ally. Unul the regroup phase, that 
ally is damage +2 and participates in 
archery fire and skirmishes. 


"Marry of those trees were ¢ 


pours of there on 


Se et ee tt eens 


GUARDIAN OF THE FOREST 


COMPANION * ENT 


Assignment: Exert an unbound Hobbit 
to allow Treebcard'to skirmish. 
Skirmish: Exert Treebeard to make an 
Ent damage +1. 

The tittle shat | know: of bis long slow story would 


make a tate for which we have no time ne 


Fellowship: Spot an Elf, 2 # Man, and 
a Dwarf to play Gandalf from your dead 
pile. 

"And what may you he Rotng in these parts? A 
€lf, a Man, and a Dwarf, all clad in elvish fashion ™ 


 @ SCRYE 
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*SHADOWFAX 


Task Was Nort Done 


Possession * MOUNT 


Bearer must be Gandalf. Discard any 
hand weapon he bears, Gandalf may not 
bear a hand weapon. 

Ac the start of each skirmish involving 
Gandalf, each minion skirmishing him 
must exert. 


Spell. 

Regroup: Exert Gandalf to discard up to 
2 wounded minions. 

“Naked ] seas sent back — for a brief time, uneil 


; ; 
ity task is done. And raked ] lay upon the 


Aity * Home 2{ & 8f © Enr 


Fellowship: Exert Treebeard and discard 
an unbound companion from hand to 
heal an unbound companion. 


; 


anh mot tired, J do met casily get tired And 


1of sit down ] am NOE WT) 


CONDITION 


To play, exert an Enc. Plays on that Ent, 
Response: [f an 4 minion is killed, 
discard this condition to reveal the top 
10 cards of an opponent's draw deck, 
Discard 1 Shadow card and 1 Free 
Peoples card revealed. Your opponent 
reshuffles that deck. 


ad 


THrew Down My ENemy 


TURN OF THE TIDE 


WIZARDRY INDEED 


*SKINBARK 


A A 


Skinbark’s owilight cost is -1 for each 
Ent or unbound Hobbir you can spot. 
Response: [f an unbound Hobbit is 
abour to take a wound, exert Skinbark to 
prevent that wound. 


Re Was wonnd?d Dy 


ana iret-ier a. 


Skirmish: Make a minion skirmishing 
Gandalf strength -1 for each wound on 
each character in the skirmish. 


ver Exert Gandalf to discard up 
to 2 Shadow possessions, Any Shadow 
player may discard a minion to prevent 


this. 
= fdeed pry f 


Maneuver: If you can spot more 
minions than companions, exert Gandalf 
to make an opponent discard a minion. 


> 


+t + ; , . 
The Dosts OF [stupatd roartd, sivayine {dis wap dita 


that, turning from fear te fear 
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FoLLow SMEAGOL 


B twice co prevent this. q 
: q Now ] wonder where he’s oot 102°" 


er osaisatetie eal 


3 AiCould you find anything fit for « hetyry bobbitem 


"Maneuver: Discard Sméagol to discard 3 
‘minion. An Gpponent may exert a minion 


~ 


i 





ONDITION 


Ant wren waft 9 


P Plays on Sméagol! 
) 


up: Exert Sméagol or Gollum to 
p play the fellowship’s next site (replacing? 


S opponent's site if necessary). 


follow Smeagol-very carefully! and you may zou 


Me long way, quite a long way, before Fe catches you, 


ues perbaps. 


}—— —— 


yemauaneinnny” 
OMPANION 7 ve 
PP en pe « Ader ne Bey ~ 


J Be bound To play, add a burden. 


 Regroup: Exere Sméagol (or Gollum) 


twice to reveal the top 4 cards of your 
idraw deck. Wound a minion for each J 
“Shadow card revealed, Place those 4 cards) 
beneath your draw deck in any order. 


ea eee 


 Regroup: Discard Gollam to exert a 


Bcompanion or ally. 


wh let you go, either. You're full of 
ss andanischis Gollum 7 


Not LISTENING 


F Response: Jf Sméagol wins a skirmish, 
badd a burden w discard a minion, 


Response: |f Sméagol-wins a skirmish, 
‘heal him and reniove 2 burdens. 


Skirmish: Discar 


ue 


3 to) ; ” 
Mike, if tory ti OC mite to us, won f We) 4x5, ye3s 


Don’t Loox at THEM 


CONDITION 


T aridaan inated ae nae 

Plays to your support area. 

Skirmish: Discard 3 cards from hand tog 
, b wound a minion Sméagol ts skirmishing? 

Bb once (or twice if that minionisa Wb | 
P minion). 3 


™(Carciul, cared now or Hobbits ge dewn to jor a 


Pike dead ones and Hight little candies 


You should not look tn-when the candles are fit ™% 


Poor WRETCH 


oe Wants 


__.. CONDITION 


4 Plays on Sméagal: 

- Skirmish: Discard chis condition to 
Phyl wake boo and bill wc Not now SOP E make Sméagol damage +1. 

Net yet.” . ate 7 PX Throttle us im our sleep, that's hs pln EM 


tad 


OMPANION 
Ajnin - at i renee eae 


—eree’ 
Ring-bound. To playvadd a burden. 

) Skirmish: Add a burden to make 
Sméagol strength +2 and take no 

> wounds. 


'Ring-bound. To play, add a burden. 

d a card from hand to 
make Sméagol strength +I. 
And we're so fonely... We'll be nice to them, very : 
: that it és ntp fate £0 receive belp fr in you, wh 
H Liss looted for it/-and your fate to bel ip ine we cout 4 


Sz E He watk eval prerpose.”” 


‘Gollum is strength +1 foreach burde 2 
each rime Gollum wins a skirmish, yous 
ay add a burden. i 


make Gollum endth +1 for +2 if 
skirmishing @ Ring-bound companion), 


Must take ite Wraiths are searching. Mast “4 ; ‘Suill he’s a Baggsrs my precious a Baggins J 
: Baggins stot He Sle foun » habe s said nothing 
@bates Bagginses. 


FRA LRT Re 


eR SC RYE — 


a PTS 


Don't Look at THEM 


SAFE PATHS 


EVIL-SMELLING FENS 


i) 


Loox at Him 







yy = 
= MY Ying 


ren 


JONDITION 
DEE pom Oe separ 


CRESS" 


P Plays t your support afta, 

Skirmish: Discard 3 cards from hand tom 
Swound a minion Smé agol i is skirmishing? 
Sonce (or rwice if that minion is a WW 

P Minion). 


There was a fatrithess,.a noisome senell went up 


lighesflickered. and danted-and swarled.” 


~~ rae VY ws ie 
EVENT 


Aer wegen ae. «ay 


© Regroup: l’xert Smeéagol 3 times and 
discard him to-wound cach minion. The | 
move limit for this turn is «1. 1f the 
E fellowship moves, each Shadow player 
p may take up fo 3 Shadow cards into hand 
¥ from his or herdiscard pile. 


USeft and quick as shadows swe must be!*” 


Sars 


E Plays to your sup ifick area, 
Each site on n the’ venture path is a marshy 


; SNe bards bere be ihe go ee worntses 


‘Shadow: Spot Sni¢agol or Gollum to 7 
Badd @ for each burden. 


PT har’s whats te qr: that Gollsmif Stakes ar 
Mens! Ard toothink | tho 
‘ee ith our but of a gird! 2 


upht thet we d purzie CO 


MASTER Broxe His PROMISE 


You're A LIAR AND A THIEF 


4 
a 
< 
°o 
x 
~ 
z 
— 
— 
z 
< 


f He cane 10 est in 


SPR 


FRegroup: Exert Gollum times to 


pund each rare anion. The move limigt 


! Kill them hoth! And then 
"be the Master?” 


o> 
f Response: If Gollum wins a skirmish,” 


und a companion (except the Ring- 
arer). 


vect Ome, Set, try eee if we has 
vere from Hh m, char 


CONDITION 


Plays to your support area. 

While you can spot 3 rangers, the site 
number of cach minion skirmishing a 
fanger is +2 

E Presently the ncise of woke ont near al 


hand, just iPove ther 


Archery or Skirmish: Exert 2 
Ring-bound Men to wound each 


“Toaming minion. 
the fern a few feet awey 


TE face down: id, green Aartow- 
Bis neck below a golden col 


Nasty, Four Hossitses i) 


BANNER OF WESTERNESSE 


Knight. The rwilight cost of each other 
Knight in your starting fellowship is -1. 

Assignment: Assign Alcarin to a minion 
p bearing a # fortification to heal Alcarin, 


Named for a nughey king, dharin is determined to 


ead birns self int 


COMPANION * MAN 


Pokirmish: Remove an @ token to make a 


Minion skirmishing Aragorn strength -3. 


ra Remove: a B® token to heal a 


wea If Aragorn is mounted, remove 


= ft token to wound a minion twice. 


= ; : ’ on 
a BS this is the Dowr when we draw swords together 


_—- 
Si Saeed 


2 POSSESSION * HAND WEAPON 


Bearer must be a + companion. 
Each time bearer wins a skirmish, you 
may heal another + companion. 
Response: If bearer wins a skirmish, 


discard this possession to liberate a sire. 


What brought they f 
POWwer the flowing sea? 


x 


a 


Tuey Stowe [tr 


*Boromir, My BROTHER 


a 


ays to your support area, 
kirmish: Discard 3 C3 ards from he ind 


irmishing Buice (or twice ifthat 
panion isa “> companion). 


si here iss it, where tsi ity precious 


Tas 


A > 


8 Oe ee 


)Ring-bound. Ranger. 

Hach time Anborn wins a skirmish, you 
may make a minion’s site number +3 
Banc the regroup phase. 


E Perbaps under the shadow 


sf Pi bese: of Mirkwood are wandering 
rsd , 


weeds,” 


i. 
© Saitron fears yos 
R ; 


Breeme.’” 


/ Bearer must be Faramir. 


Skirmish: Discard a + card from hand 


eto make a Ring-bound Man strength +1. 


Bee Where is thy born? Whither goest thou? 
Be) Borcmir! Bret he was gore 


We Must Have Ir 4 


ANCIENT ROoaps 


D, Swrer one, See, nity preciousef we has it, thai 


wn escape, event from tind?” 


Plays to your cuppog-s area. 


While you can spot 3 rangers, the site 


Pnumber of cach minion skirmishing a 


t, thinking 


* 
ib enone... 


COMPANION * MAN 


rt. 


Bach time the fellowship moves, you may 


Mound a minion for cach unbound 


PHobbit you spor. 


“Forty feagnes and five you have meas 


Wib day is ended! Hardy is 


POSSESSION * GAUNTLETS 


sarer must be a # Man. 


SSkirmish: Exert bearer ro cancel a 

| — - . e 
Skirmish involving bearer. Any Shadow 
ge may remove @ to prevent this. 


HOW “eae onitr has ae bis road, and we it 


ar OWN 





RG ae NT RRM I 


ee oe 


a To 


*CITADEL OF THE STARS 


*FORESTS OF ITHILIEN 


CONDITION 


Fortification. |’): sys fo your support areal 
"Skirmish: Exert 2 # Man or spot 3 


knights to transter this condition from 


your support area to a minion skirmishing} 


| a Man. 
ibe city of Osgitiath was t 


Maoeuver: Fxecri a & Man to wound a 
eMiinion once (or cwice if thar minion is 


Bieey. ; : 
S it mot said that no foe bas ever 


Dtomburs, if men defended 4 


PEABAMIR 


Ring-bound. Ranger. 
SAN opponent may nor play skirmish 
€yents or use skirmish special abilities 
during skirmishes involving Faramir, 
q ow PL, tould sec “Faramir’s face, which was now 
Bomnmiasked: it was stern and commandé ig, and & keen 
es wil hey bebind bis search ng 


ages 


Stee ade 


Plays to your support area. 
While the fellow ship is at site 5f, the site 
Mumiber of each Man in a skirmish is +2. 


"Regroup: Discard this condition and 
pexert a Ring-bound Man to liberate a site, 


Dad fair comnery of climbiny wood 
D streams.” 


City WALL 


FALL Back 


GARRISON OF OSGILIATH 


CONDITION 


Fortification. Plays to your support areas 
Skirmish: Exert a # Man or spot 3 
nights to transfer this condition from 


la # Man. 
‘The War wiery Actens¢. 


Skirmish: Discard all Shadow cards 


borne by a minion bearing a + 


Hortification. 
Oigiliath's defense $ prowaca the Gor dortan troop: 


2 POSSESSION * RANGED WEAPON 2 


7 


Bearer must be Faramir. 
He is an archer. 


Skicmish: [f Faramir is skirmishing a 


“Man ora roaming minion, exert Faramirc 


#0 wound thar minion. 
Were | as beasty as you, ] might have stain 
ong ag 


CONDITION 


Fortification. Plays to your support areal 

When you play this condition, you may 
ta # Man to place 2 # tokens here. 
irmish: Discard this condition or 


remove a 4 token from here to make a 


ea Man strength +1. 


“ic 
So ever do we watch 


Curse THEM 


P While skirmishing a roaming minion, 


Skirmish: Exert a Ring-bound Man to 
seancel a skirmish involving a roaming 


Ring-bound. Ranger. To play, spot a 
Ring-bound Man. 


eminion. rn ae Skirmish: Exert Damrod to exhaust a 
Bee dh ts close on ten leagues henke to the east-shore of ' Man he is permite 
PAnduin. and we seldoin r $0 ld.” 


+ OS] doubt not that the days of Ger idor are imunbered, 
SD yned the walls of ay s Tire th are docened, 0 pre 


y Streng oth and 


eFARAMIR 


7A <A ( 
Mut #°#x aS 
COMPANION * MAN 


Coneaaiaats * MAN 


i ae 


Ring-bound. Ranger. 
The twilight cost of cach other # Man 
bin your starting fellowship is ~1. 


Ring-bound. Ranger. 
Hf Faramir is in your starting fellowship, 
his twilight cost is -). 

= Fellowship: Play a ranger to heal a 
Batamir is strength +2. hg pune oe 
Ble leads us now tn all perilous ventures.” tain... bis life is 
: - some other end.?” 


*FORBIDDEN PooL 


POSSESSION * CLOAK 


Bearer must be Faramir 
S Bach roaming minion skirmishing a 
Ring-bound Man is strength ~1! 


Plays to your support area. 

While the fellowship is at site Gl, each 
Ring-bound Man takes no more than | 
Captain Faraycir acd bis rangers wer See wound during cach skirmish phase. 
Bierd brown of varied hues, hetter to watk unse § 1 | Fellowship: Add @ and discard this 
glades of Jebilicn ae epetion to heal a bes gene Man. 


if 
S “a tonight you have come where it is death 10 come™ 
$ 


Ring-bound. Ranger. 

The site number of each minion assigned 

16 skirmish a Ring-bound Man is +2. 

Green gauntlet covered their bunds, and ther faces 
Beaters booded and mask green, except for their 


?, which were very kom and 
a s 





etry rps 
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HELP 1n Doust AND NEED 
*HENNETH ANNON 


CONDITION Tae CONDITION 


Piays to your support area. p Plays to your support area. 2) ee Plays to your support area. 
Skirmish: Exeri an unbound # Man to =a ES While the fellowship is at site 64, each i Bach time a + Man wins a skirmish, yous 
make a _# companion strength +2.0or @ : cre Toaming minion skirmishing a Ring-bound ? | may place a # token here. 

ekert a 6 companion to make an igompanion is strength ~2 ») Maneuver: Exert a minion for cach * 
Minbound # Man strength +2. Ys Skirmish: Spor a # Man and discard this Se token here (limit 3), Discard this 

Tbe Her of & d be a strength indeed tom eis igondition to wound 2 roaming minion. Se) condition. 


othe Sons of orl in this evil ted 7 5 PT bis is the Window of the Sunset 


| Fellowship: Spot Aragorn to heal a 
companion who has the Aragorn signet 
twice. 


Eo! we rest 


wall and strength bola? 


» 





‘SOLDIER OF f 


ee 


MEN OF NUMENOR 
Mortat MEN 


| 2 COMPANION * MAN 2 2 COMPANION * MAN ~) 


% Ring-bound. Ranger. To play, spot a , ) ® Skirmish: W/ound a minion bearing 5 ) ® Skiemish: Make a # Man strength +2 
P Fellowship: Discard a # condition to J +} Ring-bound Man. ioe fortification. Mand exert a minion if you spot a 
heal this companion. en) Skirmish: Exert Mablung to exhaust a Pie - BF] do wot love the bright sword for its sharpne . 
; r y te} do not love the bright sword for its sharpness, 
: She brave inert of Gondor : wre well-armed be Oe & wor tte arrow for its swiftness, nor the warrior for 
Biaeiad grored ‘ ne i Ibis purnty.... ; : bis glory sia 
“" - 
2 & ig z 
a = = 
=z a © : 
= = a H 
iad = E 
= < = a : 
= a y Pp] ‘ 
Zz 5 
z . 
Saw ‘ . y : a3 ae f S| 2ASis 
: : vee j a! eee | ‘ SS Se! | ft i, 
— rt oe Fs S CONDITION 
Skirmish: Spot a Ring-bound Man to es 4 Fellowship or Regroup: Spot a ranger (0) - Regroup: Exert 2 rangers to discard a i) © Plays to your support area. 
Emake a minion’s site number +2. If thar ed? eplay the fellowship’s next site (replacing 6 Ay miunton (or 2 L& minions). ari gh )Regroup: Exert a knight to transfer a # 
Minion loses this skirmish, you may TF opponent's site if necessary). fe: BS a will nos sitlidle and Jet. Hime do all eee § fortification borne by a minion to your 


: - =i d . >a y are 

wound @muinion. 7 “Hf you take nry ccunsel, pou will nol turn rastwarda a St wonld Fy . peupport arca. 

Bete corte to ambush the Men of Jtarad,”” ; et Go straight on, for thus you will bave the cover of j epee mA stratevic fallback telps Gondortan kingbts to plan 
Bibs woodland for marty miles.” A ae ee Betheir commseratiact 


BLADE OF ARAGORN 


>.‘ 
a 


9 


, 


ee ee 


*RANGER’S SWORD 


et 


[lt 


COMPANION * MAN > £2 __ Possession * RANGED WEAPON 2 aS he __ Possession * HAND WEAPON 
tt cet re vy ; a P a tire : 
Ring-bound. Ranger. © ® Bearer must be a Ring-bound Man ¥. Bearer must be Aragorn. ; ©} Bearer must be Aragorn. : 
When this companion is in your starting : Skirmish: [f bearer is skirmishing a Man ie P While skirmishing an Uruk-hai, Aragorn PAr the start of each of your turns, you ; 
ee tellowship, his rwilight cost is -1. Pe OF a roaming minion, exert bearer to Ws strength +2. emay spot a culture coken to heal a 

SWhile skirmishing a roaming minion, © # wound that minion. eis ct weeponless.” Scompanion of chat culture. ; 

this Companion is strength +2. < . vast of ther own bes abt a : : This is « thing of worth beyon 

} uid, dark of bair f long green-feathered arrows.” ) x Pema dor its ancientry alos 
j msitein in which those bold 

x ap Rion Ay ta iin, a , : 
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TuHese Are My PEopie 


ATTACK ON HeELM's Deep 4 


CONDITION 
Plays fo your supp wort arca. 


While the fellows hip is ax site 7%, each 
Ring-bound Man is defender +1. 


Skirmish: Spot a Ring bound Man and 


discard this condition to wound an 
opponent's Man 


' ‘The (itudel of tre Ni 


| Fellowship: Pxert Aragorn twice to play 
Pany number of possesstons from your 


discard pile onro companions with the 


Aragorn signet. 


we 7) ; 
=f wil die as on 


Skirmish: Make a # Man strength +2 


tor +4 if skirmishing a minion bearing a 


# fortitication) 


Seewwe defend ours 


Piwould devor 


ays Co your support arca. 


Shadow: P lay an Uruk-hai to place an 


4 woken on this card. y} 
Regroup: Remove 3 ¢ rokens from this” 
card ar Aiinaed an Urak-hai to 

contro! of a site 


"*Tea thousand strong at leas 


*STONE TOWER 


ConpitioN. 


ere eee + 


Fortification. Plays to your support area, 
Skirmish: Exert 2 4 Men to transfer 
this condition from your support area to 
@ minion skirmishing a Man 


hile bartleancay 
tienen! 
Lhe battles 
paeitintst Naser 


Skirmish: Make a # Man strength +2 
fand heal a companion if you spot an @ 
token). 


” 
"You cannot falter 


P While at a battleground, this minion is 


fierce. 
While you control a bi atlegroundy this 


minion ts strength +4. 


" This ts 0 vdbole of mindless Ores a 


: Se 


et you cited a’site, the minion 


archery roral is.+1. 


Taking the f high or und provides a keer falls 


SWORD OF GONDOR 


BANISHED | 


Bearer must be a # Man. 

While skirmishing a Man or a roaming 
Minion, bearer is damage +1. 

Pour tall Men stood ther 

thers sides 


MAN OF Bivr FALAS 


COMPANION . . Man 


Knight. To play, spot a knight 
Maneuver: exert lurgon to wound a 
minion bearing a + fortification. 


He boy Tteaden bh 
Bol Ainrot! 


i. ePfGY tach ‘Er ree P People culrare| 


that your can spot over 2. 


“How Tong i it since Sarveman bought yo” 


Slo play, exert Saruman or an Man. 
E Plays on a Free Peoples Man. 
Each time another ally or companion 
loses a skirmish, bearer must ¢ Xerhy 
it comes fron the 


** (Dh, bait this is riot from 


Cir. He signed i 


PNAC SNE SRE NAA 


URY 


WAR AND VALOR 


x 
= 
r=) 
a 
= 
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BANNER OF ISENGARD 


Fellowship: Exert aknight to play a # 


fortification from your discard pile. 


Gondor nits a 
itdvancing around 


Skirmish: Make a # Man strength +2 


for +3 and damage +1 if skirmishing a 


foaming minion). 


- Se ren was 


prowess, and } 
tn Gonder 


Hy Yay , . 
achine. Plays to your support atea. 


‘Shadow: Exert an Uruk-hai co place an 


#€ token on this card, 
Skirmish: Spot 3 € tokens here rs 
make an Uruk-hai strength +3. -Diseard © 


‘this condition. 


i 


eal [a a2 


Each time bearer wins a skirmish, the 

Free Peoples player must exertia 

companion tor cach’ site you con 
blazoted upon every bel and stield the aah 


band of [sthgard was seer 
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BATTERING RAM 


BROAD-BLADED SworD 


jo) 


Come Down ' 


achine, Plays to your support area. 
Shadow: Exert an Uruk-hai to Place an 
4 coken on this card. 


Skirmish: Spot 5 companions andlan “ 


token here ro make an Uruk-hai ¢ 
F +1. Discard this condition. 


"Th frites Sinote (De finite 


Reteérk Slayer is strength +2 foreach 
Wound ona. character in its skirmih.? 
Skirmish: Remove 5 4€ tokens ff 
machine and exert Berserk Slayer +8 
to wound every companion. 


"Berserkers are the first wave of Uruks sent to bande: 


PBearer must be an Uruk-hai. 
» Bearer may not take wounds (except 
poring skirmish < ses), _ 


“They Were anined wath short broad-hl wide ponds, 
Le 


BS not with the etcrued scintitars ussial nb Ores. 


ys fo your support area, 
Archery: Spor 2 ¢€ archers to take 
allies take wounds from archery fie 


instead. of companions. 


, 
“We are the fighting Oruk-dat ‘Bring out your 


shulking kifg 


BEYOND ALL Hope 


COVERING FIRE fa 


Berserk Burcher is. strength «} foreach 
Wound on. cach character in its skigmish: 
Maneuver: Remove an € cokcnibial a 
machine and exerr Berserk Burcher twic 
to prevent all wounds to Uruk-hai unl! 
the assignment phase. 


Pburden for each card in the dead pile. 


stertthers ne 


Plow shall any tower withstind suct 


stah reckless ba 


“Assignment: Fxercan *€ trackerso 


assign it toan unbound companion. 
That companion may ekert to Por 
this (unless that companion is a Hobbiot 


we Dos th 


To play, spot 2 4 archers. Plays to yours 


support area 


abilities: Discard this audino al 


The Free P éoples player may tot 
archery CVCAIs OF use archery Re 
ring, 


b the regroup phase. 


Archers cower 


a remass NARA 


~ @ 
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BURNING OF WESTFOLD BEYOND DARK MOUNTAINS ¥ 


DESERTION 


*BerseRK RAGER _ 


iON * ; URUK- “HAS 


Damage +1. 

P Berserk Rayer is strength +1 fof cach 
wound ona ghasacters in its skirmish, 
Skirmish: Remove 3. 4 crokens iis 
machineéand exert Berserk Raget 
wound every ally cwice. 


me Lbeir neisston at Jt eli op vwxas to clear tbe wall 


exert an 4 minion © add a burden (or 2 


Burdens if Aragorn, Gandalf, or ee 
is killed). 


6? Siow han 


doom still bus 


lays © your support arca 
Shadow: If you control a site, play an 
Uruk-hai 16 discard a Free Peoples) 
condition. 


a inter for af oF r folk lying fae a 


— 
Plo play, spot an #@ Man. Plays ona 
companion (except the Rings bearer}, 


Assignment; Assign an 4 minion with © 


less strength than bearet.to skirmi 
» bearer. Discard this condition. 


‘Wh kids what 


X\ 


vice te 


BLACK SHAPES CRAWLING © 


CLoup OF ARROWS 


Betsirk Savage is strength +1 foreach 
wound ona character in irs skirmish. 
Skirmish: Remove 4 € Seen a 


machine and exert Berserk Savage’ twice 


to make it strength +8. 


Some wre Sgset! and by Oak 


rs 


Qhull-like belnets are distinctive to the Berseckers. 


aneuver: Spor X Uruk-hai. The Free 
Peoples player May assign X wounds to 
your minions. Play X €€ weapons from 
your discard pile. ,, 
1 conte were tall and grin 


‘See * ayy, 
WHE Ligh Helms : 


ty Exert an #€ archer to make the’ 


Minion archery total +1 a“ rhé 
fellowship. archery rotal - vi 


“Behind theo: orc-archers erowded, sen ding g bail of : 


darts against the bowmen on the walls,” 


achine. Plays to your support area. 

Shadow: Exert an Uruk-hai co Place an 

#€ coken on. this card, 

Maneuver: Spor 8 € tokens here crete 
do 


every character, Discard this con n. 


"* They have a blasting fire, and... they took the Wall 
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*DOWN TO THE Last CHILD 


FIRES AND Fou Fumes 
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HAUNTING HER Steps f=) 


Plays fo your support areca. 


Each timea companion or ally loses a 
skirmish involving an Uruk-hai, place an. 
4€ token on this card. 

Shadow: Remove 2 4 tokens from this 
card to take control of a site. 


The Unuks brought death to the villages of Rohan. 


Regroup: Discard 4 4 Orcs to wound 
a companion 4 times (except the 
Ring-bearer). 

“One of them... got caught in a spray of séette liguad 
fire and burned like a torch: a horrible sight.’” 


PA: Ss f© your support areca. 

Fach ime.a regroup action discatds an 
Ore, you may stack that Orc on this card, 
Shadow: Discard 2 cards stacked here and 
remove @ io play an € Orc from your 
discard pile. 

"Destroyer 


Response: [f a special abilicy of an ally or ™ 
unbound companion is used, exert Grima 
fo cance} thas action. 


d price? When all themen 
‘ your share of the treassen 
and take the woinan you desire. 


suns 
nam @ 


Ww 


Driven BACK 


IRON Fist OF THE ORC 


— «. 


y Archery: 2 € archers to make the 


minion archery total +1 for cach card in 


the dead pile. 


With cath fallen defender the morale of the attacking ; 


ee arity rose 


While Foul Horde is not exhatisted, it is 
fierce. 

While Foul Horde has at least 3 yigality, 
ic is ambush ©. 

While Foul Horde has at least 4 viraliggy 
ix is damage +1. 


Maneuver: Spot 4 Free Peoples cultures 
and exert Grima to recurn an. unbeund 
€ompanion, and al! cards on him ox her, 
to their owners’ hands. 

**] care for'you and yours as best ] maye. la onbers 
deal wir these IyRsond , 


Plays to your support area. 


)Each time.a regroup ‘action discards an 


Ore, you may stack thar Ore on thi§ card, 


mepnnrs Discard 3 cards stacked here 


and remoye @ co discard a Free Peoples 


possession. 


- The od world burn it the fires of sedustry = 


7 sEiTE CROSSBOWMEN 


INION * URUK-HAl 


her. Damage +1. 
Archery: Exert Elice Crossbowmen to 
make the Pree Peoples player wound an 
unbound companion; this minios does 
not add to the minion archery corm 


7 . ; 
The test artbers were beld ix 
final assanit 


reserve, awattuig the 


While Foul Horde is not exhausted, it is 
fierce. 

While Boul Horde bas ar least 3 yitaliry, 
itis ambush ©. 

While Foul Horde has at least 4 vitality, 
it is damage +1. 


"Each unbound companion (or ally) 
bearing a Shadow condition is strength =L 


“Did [ novi ounsel forbid hes Haff?” 


ISENGARD ARTISAN 


Regroup: Discard an Orc to make the 
Free Peoples player wound a companion. 
Minions of Orthanc shared t 
with muchines 


tr inaster’s fapepmation 


—) 


Get BACK 


| Skirmish: Make an Uruk-hai strength 


+2 (or +3 if'at a bacdeground): 


a” > ’ ; 
Uritk savagery rhinained despite their battle Wamteg.§ 
} t 


Assignment: Prevent an € cracker from 
being assigned toa skirmish by any player, 


We do nog artwer te Mordor scum!" 


Maneaver: Exert Grima and spot an 
unbound companion bearing 3 or morte 
¢ards to rerurneach Pree Peoples card 
that companion bears 16. its owner's hand 


j 
and yours as best] ways "Bul den 
ng 


- toe heavily aan trenoth 
oo Deavily your sire ny 


Regroup: If stacked on an €€ card, 


discard this card’to add @. 


They wereiall singitig with harsh vores, att 


/ apgere ? so , 
MiupOnig, Peak tity t Ota 





ISENGARD FLANKER 


ISENGARD JOURNEYMAN 


6 Regroup Discard an €@ Orc to make t 


Regroup: Discard an @ Orc ro make the? 
Free Peoples player wound a companion, 
Sartunan disporcbed bis rusted Orcs to aid ta the 
satk of Rohr ; 


Regroup: If stacked on an ¢€ card, 


hdiscard this card and remove @ to 


exhaust a companion. 


{ “d tr Sarnesan 's foul 


"Unfornmiate Orcs assis 


» Wilarary, 


Many Rippuss 45 


a. +1. 


Maneuver: Exert Licutenant of Orthane 
to make another Uruk-hai fierce until 
the regroup phase. 

"Do you seish 1d S2¢ the grea 
We arr the figt nfiite Ur 


tness of our army? 


Free Peoples player wound a companion. 


"Drudgery and. toil at Tsengard te; 


1 Sarwnan’s 
mtirions brngry for sport 5 


While this minion is not exhausted, he is 
fierce. 


“He ba€ taken Orcs 
aid evil Men...” 


into brs service, 


Regroup: Discard an € Orc to make t 
Free Peoples player wound a companion. 
“*7 wonder if bis fami was... due to bis clewemess in 
settling at Jsengard.’” : 


Search. To play, exert an tracker. 


Plays on a companion (except the Ring- 
bearer). 

Assignment: Fxert an #€ trac ker apd 
remove @ to assign that tracker to 


bearer. Bearer may exert to prevent this, 


eye well be hard news for Frodo 


and Wolfriders; r 


CRY E 


ISENGARD SCIMITAR i=) 


; p: Discard an 4 Orc to make 
the Free Peoples player wound’a 
companion (or 2 companions if You spot 
6 companions). 
Regroap: If this minion is stacked on an 
4 card, spot.an #€ Orc and discard thi 


Minion to add ®. 


2) 


Bearer must be an € Ore. 
When you play this weapon, yotomay 
add © for each site you control. 


@ short, curved ord whe 


Ones from [sengard favor 


by sreounted 


*LJEUTENANT OF ORTHANC 
croeeeeaereniaseneeetensarra ean 


LeecHCRAFT =) 


Maneuver: Fyctr Lieucenant of Orthane 
to make another Uruk-hai fierce annul 
the regroup phase. 


“Do youd weish fo see the gicatness of Dur army? 


We are the fight tg Uruk-bar 


ere ey stoliciatiatininiainiminieaaateaiiintaie a 4, 


Patrot LEADER 


MEN Witt FALL fs 


Tracker. Fierce. 
E Skirmish: Remove @ co prevent an 
poker fromtaking wounds. 


“ Maublir and bis lads are int the forest, asilitbiy 


peshould turn yp ary tir 


i 


he wie ie peat 


2 


Gondor 


ae. Discard an 4 Orc to make 
the Free Peoples player wound a 
companion (or 2. companions if you spot 
6 companions) 

Regroup: If this minion is stacked onan 
#€ card, spot an € Orc and discard this 
Minion to add ®. 


P While thisminion is not exhausted, it is 
fierce. 
Each time an &@ Orc wins a skirmish, you 
may exert this minion to Consol a site. 


; 
» where the \ ary Cowls, there also the ort pro wif , 


. To play, exert Saruman or an 
n. Plays on @ Fret Peoples Man, 
ec al abilitiesin bearer’s game rext may 
nor be.used: 


*¥: ans abe 


on all f 


ng woul id bay whidiee walkiy 


urs I like a 


Skirmish: Spor Saruman or an 4 Man to 


Pmake an unbound companion strength -2. 


The ‘Ring of Barabir: Se, Ganda lf Greyiaime 
thinks be Bas fosind ler’ 
‘Fool! ‘That line was b 





New Power RISING 


PILLAGE OF ROHAN 


S 
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o 
> 
= 
S 
— 
4 
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eSARUMAN 


Regroup: Spor Saruman or an # Man, 


reveal your hand, and discard all Free 
Peoples cards revealed to take an #@ card 
into hand from your discard pile, 


“For those who aid thy 


reward 


Plays ona site you control 

| While an Uruk-hai is stacked on this site, 
the Free Peoples player may not play 
skirmish events or use skirmish special 
abilities. 


Rytwor of prundcr >) 


CONDITION 


Search. To play, spot an 6 tracker. 
Plays on a companion. Limit | per 
companion. 

If bearer is killed, reveal the top LO cards 
of opponent's draw deck and discard 1 
Shadow card and 1 Free Peoples card. 
Your opponent reshuffles thar deck. 


ee meen 


MAsTER OF Four Fok 


Saruman may not cake wounds during the 
archery phase and may not be assigned ta 
a skirmish. 

Each time the fellowship moves, you may 
heal cach €€ Orc ewice. 

Shadow: Exert Saruman pe pe an € 


possession from your discard pile. 


Great Pye there will be rahe 


i) 


No DAWN FOR MEN 


RACE ACROSS THE MARK “i! 


*SARUMAN’S STAFF 
Wizarp's DEVICE 


» Maneuver: Fxert an Uruk-hai to exert X 7 


unbound companions, where X is. the 
number of Sites:you control, 

**CE his night, the land wall -Ae statned with tht Blood 
of "Reban...”* 


Plays tf your SUPPOFT area. 


Skirmish: Spot a site you control and 
femove @ ro cancel a skirmish invelying 
an Uruk-hai. 


But in the meantime, the ‘Uruk-bai of [sengard cal 


To play, spot Saruman or an # Man. 
Plays on a Free Peoples Man. 

Each time the Free Peoples playerassigns 
bearer to a skirmish, exert each ally, 


"You Aawe no power bere, Gandalf the Grey.” 


Plays on Saruman. 

He is fierce and damage +1. 
Maneuver: Make the first sentenaét of 
Saruman’s game text not apply undl the 
regroup phase. 


"His hared clutched } 


Diack staf? like a claw % 


savr Snr SAPNA 


ene 


SCAFFOLDING 


SCRY E 


Damage +1. 

Assignment: Exert Orthanc Champion 
t0 assign it to.an unbound companion, 
That companion may exert to prevent 


this. 


A. warner trained in wal, O¢ fore a sate 


through the actender 
DRY ¢ aden 


E The ewilight cost of cach €€ archer is =1. 


Archery: Eixert Ranged Commander to 
make the Free Peoples player wound an 
unbound companion; this minion does 
not add to the minion archery coral. 


Hand-picked Oniks led Sarwman’s erossbowmen 


While you can spot a companion bearing 


ban €€ condition, this minion is swength 


+2. 


* Onte te avas d man, ana did you service HOU 


fashion = 


POSSESSION 


Plays to your support area. 

Fach tme.a regroup action discards an 
Orc, you may stack that Orc on this card. 
Response: If an € Orc is about 16 take a 
wound, discard 2 cards stacked here to 
prevent that wound. 


‘Towers nnuark 1 the ent 


e~ 
te 


*RANKS WITHOUT NUMBER 


+ stronger and 


Fer |} 


AR 


Plays fo your support area 

Each time the Free Peoples player.assigns 
an ally to a skirmish, you may playan 
minion from your discard pile. That 
minion’s qwilight cost is -2 


‘Al ]s ard riust h 


Saraman may not take wounds during 
the archery phase and may not be 
assigned to 2 skirmish, 

When you play Saruman, you may 
discard: 2 condition. 

Shadow: Exert Saruman to play 
Saruman’s Staff from your discard pile. 


Machine. Plays to your support afea. 
Shadow: Exert an Uruk-hai to place an 
4 token on this card. 

Skirmish: Spor an € token here to heal 
an Uruk-hai. Discard this conditi6n. 


A dundreds of i 
cast 





StTitL THEY CAME 
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~ ViLE MARAUDER 


While Sharku is not exhausted, heis fierce” 


Regroup: Exert Sharh: to add 03) 


Coad Wilt your warg-riders 


. 


Skirmish: Pxert an Uruk-hai who is not 


assigned tora skirmish to make another 
Uruk-hai strength +3. 


“Before the wall’s foot the dead and brokest geere pi 
like shinglt in a storm ry higher rose the hideous 


mounds 


Bearer must be an Uruk-hai. 
b Shadow: If bearer is Uphik, exernit and 


discard a minion from hand to plaga 
minion, Its wilight’cost is -3. 


] am Uelnl 


During a oni deicspis h ina this 
Minion, ic is strength +2 


"Nowlte Tf Ihave to leg ie double gus 


*THE PALANTIR OF ORTHANC 


SEVENTH SEEING-STONE © 


Bach time Eyou uit an “ mount) 
may make the Frée Peoples player 
companion (excepr a Hobbit). 
Ouly Shark 
Sarianat wWorp- riders 


. 


nome respect content 


W1o play, spot an  minion. Plays fo 
your support arca: 

Shadow: Spotan #€ minion and femove 
© 00 reveal the top card of any 

deck. You may place that card beneath 
that draw deck 


"The nase meant that which looks far away.” 


"a companion or ally'to an #@ Man, that > 


companion orally must exert.) ¥y 


7 
Grima promised bim nicbes when Rohan fatty’ 
Sa Mindy, 


Uruk Crosssow TROOP 7% 


UK-HAIT . 


When you play this minion, yoimmay 
place an  coken on a machine. 


"Bolts frém the Uruk crossbows shattered the shields 


the defenders 


*SHARKU'S WARG 


bd 


Twisted TALES 


if bearer ig Sharku, he is damage +1. 


nse; [Laskirmish special ability is | 


tised in. @ skirmish involving bearey ex 
bearer t© cancel that action. 


The warg-taptant picked the fastest and strongest f 


ays tO your support area 
Each timo companion or ally loses a 


skirmish involving an € Man, you may, 
Spot a possession to stack that Posession, 


here. 


7+ ; 2 ; ; ; 
Tae tong Dave you sal in (he shadows... 


+1. To play, spot an Uruk-hai 
While at a battlegrotind, this minion is 
€. 
While you control a batvegroundl 


» minion Js strength +6. 
p While you'conrrol 2 bartlegrounds, this 


Minion may not take wounds, 


Uruk CROSSBOWMAN 


Archery: Exert this minion to make the 


Pree Peoples player wound an unbound 


companion; this minion does nopadd to 


the minion archery total. 


Beth the wraporand tts wicker were foul cratio 
of Sanna 
ts 


Machine. Plays to your support area. 
Shadow: Play arr Uruk-hat to place an 
4€ token of a-machine. be 
Response: If one of more machines are 
about to be discarded by an opponent, 


* discard this condition to prevent that. 


"Ropes. . were buried over the parapet, Pr 


b The te aes penalry for cach cracker 


e pier ts’ 25 
hile you can spor 2 crackers Ugh ; 


is strength +3: 


| While you'can spor 3 € trackers, Ugl 


is damage +1. 


Risso: Stack this minion on asite you 
control, 


Shadow: If stacked on a site you control, 


play this:minion. Its wwilight cost is -1. 


"Fresh troops awaited fo altace arty weakness 


Skirmish: Exert this minion ata 
battleground to make another Urgk-hai_ 


y 
strength +2. f 


i Sarntart’s Uruk anny trained in formation tadties 


eee 


“hae — yee ewe 


SAP SNE SNE NEN 


SCRYE 





; Back Fierce. \ 
Unbound Hobbits may not bedisca During a a fierce skirsnish involving this | 


Response: {f an unbound Hobbitis | Minion, itis strength +3 and e +1. 
killed, exert chis minion. ro adda “— Covent venting on, ahd ought 1 : 
Be But at Ye wonient Uglik was nat eigages ih ; Be rrtove on. 


He needed Spetd and had to humour unveiling 
followers.” 


When you play this inion, you may 
; 
place an token.on a machine. ¥ 


pile, chis nrinion-ts Rierce. a * 
Trained Grick-hai operated Surunan’s sreggiengines . "Despite thiteusive tratning, des Snell of ae 
ett Helon’s “Paecp. i enrazed the "nik warric : 


HE chere are at len 3 cards inchedead) 5 


t 


Ue) (Oar, 
a 2 ee ae 


. 


. Fierce. 


mish; Perit this minion at & 


Unbound Hobbits may not be discarded® During a fieréé skirmish involving this | S 
Response; {f an aabonod Hobbi Bactleground to- make another U 
Killed, cxert'this minion co make; L strength ray 


Response: [f an unbound Hobbig ; Minion, ic iS srrength +3 and + 
killed, cxert this minion. twice to geht 1st PR aN you'll newer espa. Beloved m 
a companion. . * } Peoples player wound an unbod Promised a fair share of plunder, they 


© We carne out of t, and h , ae ; ‘ vad pupae agaist postible reinforcements 
' Pe None of that! Fold your tonpues.’” 


hadow: Exert this minion ro’play an ss 


Uruk-hai; its. ewilight cost is -1 fi 
other Uruk-hai you can spot. 


We are the Unik-bai; we do nol sop te Fld Ye 


might < or day, rdeie vse uather or for stornt . 


While skirmishing a character bearing a5 
Search card, this minion is strengthie2>” 


and damage +1. i 


#°No eryitip. ont, wo trying to escape” 


URUK SPEAR 


Daring 2 a fierce skicmish involving this a 
Minion, itis strength +2. aie 
ee 


Run, Barse you! “Run while night lastsf 


ale Eyer ‘oy eae to discard a Free 


Peoples mount: 


The Uritke bat braced their tong pikes to ¢ 
oncoming “Riders 


When you play this minion, youmay” 7 


place an ¥€ coken of a machine. i 
The destfttction of the Florntburg fortificath 


b the task of Sanonun’ 5 engineer troop, 


He an ally is inthe dead pilé}this 
Minion is strength +3 and fierce.) 


“A mtodient they hesitated, and then on theg, 


ye. 


While ckigmishing a character bearing a 
Search card: chisminion is strén 


and damage +1. 


-** Why don't, we starch then and find out?” 


Bach a timea companion or allyigkilled 7 
daring a'skirmish involying an De 
Sin 


you may take control of a site. 


te” They wavered, broke and, fled back: and 
4 charged agdin, broke an barged « again; and each tt ne 


Whe the tncom ing sea, they batted at a higher potht 





= 


WAR-WARG 


Ragroup: Sratk this minion off’aeite you 
control. 


Shadow: Ifstacked on 4 site you is 


play thisaninion. Its rwilight coshis <1. 
Thousands 


of Urruk-bar canw 


to take the Hornbarg 


URUK-HAI BERSERKER 


age +1. 
‘This minion is strength +} foreach 
Wound on. character in its skirmish. 


eport lerserkege before 


Gout tshirts fied! 
By battle ins still th 


: — +1 (or damage +2 while you 
scontro! a site), 


of Sarina 1 the Vi fe < ian 


OW s are the servant 


’ 
pebearer must be a warg-rider. 


Response: If a skirmish special ability is 
tised in a skirmish involving bearer, exert 
bearer to Cancel that action. 


be Bigger and str ager wargs were ridden inf hares. 





4 


+1 (or damage +2 if ata 
battleground). To play, spor ari Ueuk-haiy 
While ava bartleground, this minign is 
fierce. ij 


r anmosit is bik their ) 


“These are Cruk-bat — thei 


shields broad.” 


p _Uruk-Hal HoRDE 


ilight cost of this minion is -1 for 
dh site'you.control. 


“The uitiour of war grew bebind them.” 


ppp URUK-HAt RAIDING PARTY, 


Bearer must be a wz arg-rider. 

Pa PBA Ifa skiemsh special ability is | 
in 2 skirmish involving bearer exert 

bearer.£0 Cancel that action. j 

it Ste should refiern 


of [sengard come there ™ 


“Tell bien there ts no bope abe: 


te &doras before the wolves 





Ane 





SAP NNO SAE NEN 


SCRYE 


3 Ae: 


Regroup: Stack this minion off @ site } 
control, 
Shadow: If stacked on a site you control, 


pray thi§ minion. Its i cost fs -1. 


"We con® to kill, by sien or moo 


2 


The twilight cost of this miniot¥is +1 for 


€ach site’you.contro!. 
"We doll have some fu 


hia” 


45 


VENGEANCE <=) 
os) 


VOLLEY Fire 


Skirmish: Make an # tracker sheath 
+2 for cachcard borne by the character if) 
is skirmishing. 


for revenge int wid bine 


Sarcenattl initilled a spirit 
b brood. 


| _WARG-MASTER _ 


arg-rider. When you play this miniong 
you may play aii #é mount frofnyour 
discard pile. 
While this minion is nor exhausted, he is 
fierce. 


vet | feared thet wolf riders and plunderers . 
Tide nonetheless to Meduseld, while it was undefended 


URUK-HAI Banb i 


This 1 minion is étre neth +2 for ach site 
you control, 


“There Were, An T... of grtaler Stature, swaths 


& slant-cyed, with thick leps and broad binds” 


pURUK-HAL M08 ae 


mrvamage 
The twilight costof this minior is ~1 for 
éach site’ you control 


“Jer the fhe 


1g ( ruk-har do the work, aséeaal’” 


ery: Discard 2 #€ archers to exhaust 
an unbound compafiion. 


. } ; 
Deftnders od thé wall made perfect 
Jsengard.trossbowrnen 


targets for the 





1 | Warc- RIDER ‘3 


fierce. 


* Swaftlia sour rode back ind reported thi 


wolf-rider were abroad in the valley, 





WE ARE THE © 
FIGHTING URUK-HAI 


Ne 


Stowep It? 


Wuere Has Grima 


eDurin's TOWER —) 
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b things are aheee which men have missed” 


Bof the Silverten 


P Archery: ne al a archer for each <e 


Stoken here. Discard this condition 


WEAPONS OF ISENGARD #18) 


Wuat Dip You Discover? i 


Plays to your support afea, PSearch. Plays on a companion orally. 4 y Search to your support area, 
adow: Play an #€ archer to place an P Limit 1 per character. 5 Each time Plays fellowship moves 
4 token on. this card. 8 Bach time the Free Peoples playeriassigns) the phase, you-may di 
Archery: Remove 2 € tokens shih bearer x0 skirmish an #€ tracker, beare cards Rete hand to take an € 
b card to\make the minion archery L must exert. Pad L from your discard pile into-h 
p +2, Discard this condition. HOV chao tern hack here.” 4 Birk sade Porwet coone back at last™ 
Crossbowmen arrived with munitions from : : . 


bo 


Wotr-voices @i 


; 
be 
° 
Q 
E 
S 


Maneuver: Spot Grima to discarda P Skirmish: Make an € Ore sgh +2 Plays on a plains site you control. ' ely, exert an #€ Man. Pla aysona 
possession. borne by an ally or unbound ~ and heal ir if se NO ; Regroup: Exérr an 4 Ore co make the ‘= Free Peoples Man..When you - ae » 
Pm panpor: } ; ‘ / Free ifs player wound aco Condition, exert bearer. : 
ve ; a : pos pi Eee ’ wie: fay not be removed fro 
arer 


ati te's alive?” 


** Joth Was he te render ” the keys. Marys 


MINION * * MAN 


Plays to your support area. At sites 2i p ; 

and 34, The B: alrog’ s ewilight cost is =3s ; he twilight cost of The Balrog is -3 if fe Skirmish: Remove @ to play a Skirmish: Remove © to play a Aa 
Skirmish: Discard this condition to Byou can spot a “} minion Smount from your discard pile Mount from your discard pil 
make a unique “% minion strength +3, » The Balrog cannot be assigned to 


che ‘piven pekirmish pote anions or allies of strength 
the pin 


~ CONDITION 


ep Ve Pw as Sa 






. x Southron. Ambush O 
‘Regroup: Remove @ and spot another @ — : Exerr Desert Lan cwice 4 EWhile you can spot 4 burdens, this 
Southron to make the move limit -1 for tak atrol of ; : 4 PMinion is strength +5 

this turn (to a minimum of 1) ae seal Dah oih ; EP While you can spot 5 burdens, this 
4 w Sia ~ ; Sminion is fierce. 

E ile you can spot 6 burdens, this 
Minion is damage +1. 


Plays to your SUPPOrTt area 
Each time a companion or ally loses a 
Skirmish involving a Sa Man, you m: 1y 


Place a Qa token here. 


















ee ee 
< 5 + 
< MLA Aar9 » 


» 
SS ee 


Ag the start of each skirmish involving ~ f the start of cach skirmish involving , euver: Exert this minion and spot | 
his minion, you Ow | th pinico, yo emove © 3 ee Peoples tures Co exert every ; 
ic i % jour inion or ally ®t is ig panion. 

a g ss . 3 io ishing. S ‘ strike only when their prey sllllgert and ti ee 

out legends tell of powerful warrtor leaders atta aim ‘ a hen wig spears are used b 3 afl attack while @ a 

sdoms they have conquered 4 a a. “ga 7 & nig. desert beasts d 


Bree Peoples condition (or 2 Free People ce } | While you can spot 2 burdens, this 


hs Minion, yo —. Ct 3 BBitions if yo spot 3 burdens). ; mi : oi pc yi Rinion is strength +3 and fierce. 
on oF is eS pwoes ar onsand harne ¥ ; aR. j ” , / f ad 
ishing. Zz :! ‘2 WOES a hn . ven ~~" harness 5 " StS a tall Easterling oe” cut 


4 ica rough armor and hone. 
Haradrisn wear daake au head wraps to 
iM ithe deserts of their houseland =: Ba. 


es EY 
‘A 


eee 


'S- is ing. 4 : oa a 
time this minion is assigned to an ‘4 ile you can spot 3 burdens, this 4 time this minion is assigned to any 


iNbound companion, you may cxert hint mi lion is fierce ; +1. ; nd com tion, you may exert 
a ae e. ; reins calle the Men of Rb, the Essterings Badd burden : ji 
Arn wiied Grorudor for ber riches, ‘E sterlings... have passed through the Black Gate. ), 


er must be an Eaiecrting: 4 ’ Fast ing. 7 ‘ Raste rong a Plays to your support area. 
Yhile you can spot 2 burdens, bearer Sew hen you play this minion, yu may ; bac Ring-bound companion moving 
in not take wo a 4 D0 another E o add © for eae ni jon is fe ie { rom site ee. mu twice. 


mu BS Bnet 6 ford ranks of «xcs ail fan wr fs this condition and” 
Bneiny formations are ate | spears of 7% pears to char, =e . ge aRing- bound 
Piast base fe rope "4 . a q 





oO 


RAPip Fire 


ry: Exert this minion to exert a 
panion (except the Ring-bearer); ¢ 
Uminion does not add to the minion 
archery total, 


—i AC 


OS 1) 


Response: If a Southron wins a skirmishe 
move © to make the Free Peoples 
peeves wound a saat bound companion’ 


he bind te heb! enti deed. pe er 


et 


; POSSESSION * MOUNT 


So Oe Ne 


|Béearer must be a Southron. 

S Bearer is fierce. 

@Each time bearer wins a skirmish, you 
Emay add ©. 


a Saw a waist shape crash ont of tie trees and 


Eminion archery coral +1 for each burdens 


. +5). 


nt the southern kingdoms taught speed a 


to the arcoers of the Jdaradrim 


*ITHILIEN WILDERNESS 


mish: Make a Southron strength +1 


for each burden you spot (limit +5), or 3 
emake a 4, Man strength +2. 7 


mDespite | thetr fortign ways, the Men from the Sonuth a 


Cast were forn nidable fighters 


| de & AA, Deon bade ind 


e nen AO 


Lok fT ~ ey! 


iays to your support area. 
the start of each of your Shadow 
Phases, if the fellowship i is at site 71, SE 
or 94 and the twilight poo! has fewer 
mthan 7 cwilighe tokens, you may add 8. 
i ish: Discs ard ons condition to 


ef 


ee ) 


\aere: 


ie, SE 


 Regroup: Exert a 4 Man to adda 

Stuirden for cach companion over 4. Thee 
ree Peoples player may discard 2 ’ 

omMpanions (except the Ring-bearer) | 


*REGIMENT OF HARADRIM 


ron. To play, spot a 4, Man. 
Regroup: Exert Regiment of Haradriny 
ice to take control of a sire. 


| fOetr repicils 08 diet Oy our reckourne f 
4 


ite tit ere Neen 


FLANKING ATTACK {= 


om) 


MEN OF HARAD 


No 


ON THE MARCH 


aka Tei ance ~~ 


4 


»- 
3 


| a 
ttt 


4 


BSouthron to add ©. 


Be Our scouts report ntore Flarad 
Meaty up bere....”” 


rim making thet ! 


ch a thn er hs Son My ae, . ower 


— et 


CONDITION y 


OF EU TS ee SRT 


dow: Spot a site you cosmantl spot 3 
puthrons, and remove @ ro draw a carda: 


ES The SUV Havadrim men from (be kingd ris south \ 


ondor and Mordor, were calied 


Mor +5 if you spor 6 Coaiciaekaatal 


j Gpierline traveled mp the ancient road 
Bemwrl) the bosts of the Dark ‘Tower 


f on to the Black Gate; but mere 


GATHERING TO THE SUMMONS 


RAIDERS From THE East 


ie Oe (a 


ish: Spot a 4. Man skirmishing a 
Ring-bound companion to add a burdeng 
Belhese were Men of other race; out of the wide 

EP astiands. 


E Skirmish: Make a df Man strength a ; 


(or +4 if you spot 4 burdens). 


land 


bw an Bo hy ov te eh ee 


% CONDITION ? 


i Lowa... Se eS 


hadow: Remove ® and exert a A 
=Man to place a SB token here. 


Maneuver: Remove a py token here 0 © 


add 0. 


Pminion archery coral for cach companiong 
wover 4 (limic +4). 


pS Bur | w heard tales of the big fo 





SOUTHRON SPEAR 


premove @ to make the Free Peoples 
player wound a Ring-bound companion 


Regroup: Exert this minion and remove 
S® to take control of a site. 


we 
eScouis pinta 
be desert 


Southron. Ambush @. 


PWhile you can spor a Southron, this 
Minion’s cwilight cost is —2. 


me rae a . 


ld % 


@ Possession * HAND WEAPON 


ee ES OP 


S Bearer must be a Southron 


Skirmish: Remove @ and exert bearer 8 


ewound i COMpanion or ally bearer i is 


skirmishing. 
pdons prt 


eights 


Ww 


SOUTHRON Bow 


A deedhrth shedacds reve BM he 


> POSSESSION * RANGED WEAPON 4 


Sina SL ee 


ere: must be a sha Man. 

Bearer is an archer. 

ile you can sporanother dR, Man, 
the minion archery toral is +1. 


ancuver: Exert this minion and spot 5) 


Peompanions to make the Free Peoples 
- exert 2 companion. 


chron. Ambush @. 


They have black cye 
Wiigs 17 te 


‘Southron. Ambush @. 


Response: if a Southron is about to 
take a wound, remove ® to prevent that 
Swound. 


SSouthron. Archer. 


pArchery: Exerc this minion to exert 2 


companion (except the Ring-bearer); this | 
Sminion does not add to the minion 


% pe 


Southron. Ambush 0 
EP When you play this minion, you may 
spot another Southron co play a minion 


With ambush from your discard pile 


Maneuver: Exert this minion to add @ 


Hor cach site you control 


| Southron. Archer. Ambush @. To plays 
espor a Southron . 


Assignment; Spot 7 companions to 
assign this minton to the Ring-bearer. 


St he Free Peoples player may make you 


iscard a companion (except the 
Ring-bearer) to prevent this 


ignment: Spor 6 companions to 
assign this minion to the Ring-bearer. 
The Free Peoples player may discard ant 


ae Ambush @. 


While you can spot a Southron, this 


) 


Minion’s twilight cost is -2. 


)Southron. Ambush @. 


The Kingdoms of Flas 
Prain thousands of w 


Rsathron. Ambush 0 


Maneuver: Exert this minion and To 6 


ompanions cro make the Free Peoples 


player exert 2 Companions 


dow the slog . ry of 





iS) 


War MO0mMaAK 


SpreD From ABove “i 


SOUTHRON WANDERER 


ae 
Southron. Ambush @. 


igament: Exert this minion and spot™ 


=> companions to assign this minion to 


pthe Ring-bearer. The Free Peoples player 
Emay add © to prevent this. 


ome dcsert warrior 


We faction tbat 


SBearer mist be a Southron. 


Bearer is fierce. 


PBach time bearer overwhelms a charactefy 
Hyou may add ©. 


¢ much bigger tan a bouse, it lookedaam 


a rm 


fo your support area. 
group: Exert a Nazgil twice to playa 
+> minion. That minion’s ewilight 7 
is -8 and it comes into play exhausted. 
I} of their minds that the Black 


you play Ulairé Nertéa, spor 
t Nazgal to make the Free People: 


eplayer exert a Ring-bound companion 


cach Free Peoples culture you can 
over 2. 


STRENGTH IN NUMBERS f=) 


WHIRLING STRIKE 


*Sworp of Dot GuLoUR a) 


A. le gn be habe 


Smet Pe ee et 


=. SS © 


= 
> 
2./.ver" 


} 
itt 


ONDITION 
’ —~-—---—-__--—_—— 


[To play, spot a Southron. Plays t6 your @ 
Support area. : 
"Maneuver: Discard this condition to add 
© @ for cach Man with ambush you spot. 


Lacking arms atta armor, the Jlaradrim wse 


tS to ofetiiuitig 


‘ & &* & fad . > 4, a4 noche 


nee 


Skirmish: Wound a « ompanion or ally 
Skirmishing a 4h Man. 


rons fight with tactirs the wien of Gondor 


POSSESSION * HAND WEAPON 


che wins a skirmish the Free Peoples 
eplayer must discard a possession or 


Pag Uiainé TOEA 


time Ulairé Toldéa wins a skirmish 
Free Peoples player nvust exert a 
panion or add a burden. 


TRAMPLE {= 


WrRaTH OF HARAD 


WINGED AND OMINOUS Bs 


z 





of SS on 


* - - 
=i'78* Ott Lee 


at ge We 
ae 


Sat ets 


a 
ris 


Vision FROM AFAR 


\ 


Se 


a ee oe eee ~ - - 


eo SS 


Maneuver: Spot a mounted 4 Man 
Sto discard a companion (except the 
PRing-bearer), The Free Peoples player 
Emay add ® to prevent this 


) Assignment: Assign an Easterling to the? 
Ring-bearer. The Free Peoples player 
may add a burden to prevent this. 

"Then he kine 


momen! stirred in bis Beart was vai 


at (he Lope teat bad for 


ound and round 


Feit Beast =) 


ew ew ee 


oe CONDITION — 

cD 
alee : 

Plays to your SUPPOrt arca. 

While you can spor a 44 Man, cach Free) 


PPeoples event that spots or exerts a ranger 
‘gains this cost: “wound a companon, 


POSSESSION * MOUNT S} 


ita play, discard 2 cards from hand. 
Bearer must be a Nazgitl. 
Bearer is fierce. 

fan probably ft nore thant ai otper ornate, 
wee like orcat carrion bards.’ 


s 


SSTHE WITCH-KING 


Be ___ 


Z z ~ 


- aK . ae Pa OP 


Minion ¢ NAZGUL vf INION * NAZGOL 


group: Exert Ulairé Lemenya and 
Hiseard 3 cards from hand to return a 
pmpanion (except the Ring-bearer) to 
ners hand. 


time a companion is killed ina 
ish involving a Nazgil, wound an 
twice or exert a companion. 


ONDITION a 
2. - 







Exert Aldor and spor a villager 3 
B make the fellowship archery total +1. 7 


Plays to your support area. 
p: Exert a Nazgiil to place a US 
on this card. 


{ courage 17 
w: Remove 3 Gb rokens from here 3 


Seudded across the moon... outrenning the ver ti 
l speed” 






AN HonoRABLE CHARGE 


Boop Has BEEN SPILLED 


rmish: Make an unbound companion 


Bireneth +1 for cach gf Man you spor 
limit +3). 


#iays tO your support area. 


mish: Discard a mount borne by a 
® Man to prevent that Man from bei 


Sverwhelmed tinless his or her strength’ 


pled. 


They were hernine 


=. 


Ovhen this companion is in your startingy 
ellowship, his rwilight cost ts -}. 


if bearer is Eomer and he is mounted, 
omer is damage +2 


CONDITION 


cation. Plays to your support areas 
aneuver: Spot 2 .@ Men to remove Z 
ens from a machine or to ake a 
sion into hand from your discard 
le. Discard this condition. 


Cho from thest- cre we go, and iury they serve 
swell! * 


-) Possession * Mount a) : 
To play, spot a _@ Man. Bearer must bé 

@ Man, Elf, or Wizard. When you play 
Brego, you may heal bearer 

ae start of each skirmish involving 


Was named for toe serond King of Rohan 


Zea 


COMPANION * MAN 


ee : 


Valiant. While you can spot a _.# Man, 
Bomer s twilight cost is —1 
ish: Discard 3 cards from hand to 
¢a_.@ Man strength +2 for each 
Bund on cach minion in his or her 
kirmish. 


fitbwind for the Hark 


f- 


time the fellowship moves to a 
Mains site, cach minion must exert. 


; “Tine is pri 


4 


fication. Plays to your support are: 
ver: Spot 2 @ Men to discard 
Possession or a machine. Discard this 


Sondirion. 


> tere and there were cleft 


newt conid shoot 


COMPANION * MAN 


nse: If your opponent is about to 
s contro! of a site, exert Ceorl and a 
- aS ol 
lager ro prevent this 
We Were driven Oack yester 


HOSS: Marty PevisiNd al the i103 


ile you can spor a Man, Eomer’s 
ilight cost is~l. 
the start of cach turn, you may heal a 
ally. 


COMPANION * MAN 


‘ # possession on 
yn to heal her. 


folk thar the Lady 


@) 


x 


Bearer must be a a companion, 
ich time bearer wins a skirmish, you 
may exert a minion. 
Response: If bearer wins a skirmish, 
ard this possession fo liberate a site. 


Bell deeds awake. “Now for wrath Now fer nui 
d the ved dawn 


: ; 
ec *CEORL a 
Weary Horseman ey f- COURAGEOUS FARMER 
4 4 x 


*EOMER 
THiKD MARSHAL OF RIDDERMARK 


ile you can spot a _f Man, Eomer'’s 
flight cost is ~1. 
sar : 
omer is strength +2 for each wound on} 
4 minion he is skirmishing. 
“Then one rode forward. a tall man. taller than the 
Sh from bis bein asa crest a white borset ni flowed. ™ 


REE PE EEE EES 


LADY OF ROHAN 


ee 


é a 


esponse: [f an unbound companion is 


Bedbus Aragorn... beteld  owyn, 
{ ir, fais and cold. lke a ting of pale spring that 


Pot yet corn to wontartbood.’ 





PR-DAUGHTER OF THEODEN , ~Y y;, 


3 


Am 
—, 


Ever THE Hore of MEN 


FIGHT FoR THE VILLAGERS 


; must be Eowyn. : ‘- } egroup > irmish: Make a _.# Man strength +2) 
pnse: If Eowyn is exhausted and © Vhile you can spot a villager, Eowyn is 7 c a. br +3 if you spor a villager). 
t to take a wound ina skirmish, F 4 PEt + 1. J ¥ ould thet day wits Gere and we nitgbt ride dove the gates, setd watch om the surrounds, and g 


Z 


iscard 2 cards from hand to prevent | she sword was set upright before ber, and her 4 titer like ke ctorm, out of the mcsihtatns! aaa Te anddhiliren to the eaves.” 
_ i fds were laid upen % bile” ; a a woe 
Render and tall she was... bul strong she secuted ath ; 
fem as steel, a daughter of Rings.” 


=) 


ForTH Eor.inGast 


1? 


Barer must be a gf Man. lanes Pxert Théoden to makea lays to your support area. : ’ alian ot ath spot a .@#@ Man. 
bearer is Lomer, he is defender +1. bmpanion who has the Théoden sig ach time a_.@ Man wins a skirmish, ye ; iirmish: Play a 8 possession on ‘ 
Ethe start of each skirmish involving Bfender +1 until the regroup phase. ¥ place a_. token on this card. amling to make him strength +2 and ~ 
fearer, cach minion skirmishing bearer BES thom feces the “Deep came abv cen tgroup: Discard a Shadow condition | amage +1, : 
—* en ' : 4 a ff token here. Discard this 4 fe ts one of Théoden’s most trusted lieutenants, 4 

: dition. ; . om 


Of bis ¢ored sldimed that @emer's horse bad ing 
the spirit of your people thar held ix strange 
ey, it - 


<< 4 a. > 


mn i 


illag 0 , Spot a. Man. c: Spot 2 mounted 6 Men ta” 
Miscard Guma2if an opponent controls mish: Exert Himatodiscarda earer may not be overwhelmed unless | Brate a site or draw 3 cards. > 
is home site. , , 0 f is or her strength is wripled, : And with that shout the ame, His borse was 
bwship: Exert Gunva to heal a off F “ kirini ‘ : fpat Man of an carlier age wore this chain? "Was ie as snow, golden was his shield, and bis spear 
B¥et in dows a map of worth will rust to bis @ ‘ ; 2 : 
Bedttores swelled as refugees like Gtuna brought Bom, | believe you are friends and folk worthy of 
forms to the JLornbure, feat, Who have no evil purpose."” : 


‘ iO play, spot a . Man. Bearer must 
; Hlafwine if an opponent Man, Elf, or Wizard. 
antrols his home site. | ithe start of each skirmish involving 
mish: Exért Hlafwine to make a €arer. cach minion skirmishing bearer 
if exert. 


iste 
our ancient! blade... 


[oo old te fight, Hlafwine prepared awals for the 


q 





spot a . Man. 

h: Heal.a minion skirmishing 
fethel to make Hrethel strength +3 
it +3). 


= 


group: Spot 3 valiant Men to discard 


DB to 2 conditions and liberate a site. 


a. 1d 
us drive through such foes as are already 


us and the fastnes 


ish: If this companion is mounted 


him to exert a minion skirmishing: 
hunbound companion. 


bey are provid and wilful, but they are tree-heante 


in thought aud deed...’ 


sh: Discard this possession to 
1 a skirmish involving bearer. 
Pminion inthis skirmish may exert to 
y t this. 


mearmory of Jtebn’s Dep provided raiment of @ 


for ber defenders. 


s, gaining on them like a tide 


be fast hostof the Forlingas bas ridden forth, 
Hot return youbout battle,” 


a 


__No REsT FOR THE WEARY 


ip: Spor 3 mounted 2 Men 
the move limit for this turn +2. 
Shadow player may draw 6 cards. 


7 


We are fricrids of ‘Rohan, 
= 2 


must be a .#@ Man. 


ithe start of each skirmish involving 


, each minion skirmishing bearer 


inbed: their grey €o 
an the wind...” 


must be a .#@ Man. 
: Discard this possession to 


ince! a skirmish involving bearer. 
Pminion inthis skirmish may exert to 


t this. 
gt split by an Uruk blade often still saves the 9 


“\_.@ SCRYE 


LN hl Nh OE 


must be a Man. 
takes no more than] wound 
g each skirmish phase. If bearer ig 


men carne beating raiment of war from the 4 


: Sead... . 


. euver: Spor 3 valiant Men to make 
of those Men defender +1 until the’ 


Pbearer is mounted, bearer is damage +9 


Rbafts of the sun flared above the castern bills and 
rd on thers spears ; 


p: Exere this companion and 


§ possession to return that pos 


" it far ahead, passing like shadows 
lds of the land.” 


= 
Fd 
= 
= 
Z 
4 


fod was a-ranzher before be became a 


Wier at Helm’s ‘I Deep. 


is js 
at 


fication. Plays to your support a “A 
: Spor 2.8 Men to remove 2 


r must be a ~@ Man. 


fc ery: Exert bearer and discard this 


ion to wound a minion. 


"Robirrim have good bowen after their 
Det, but there arc-too few here, soo few." 


must be a .@ Man. 
minion archery toral is -1. 


fegroup: Discard rhis possession to 





aliant Men to discard a minion. 


utd otber Robirrin like bam 


THEODEN 


a OF THE GOLDEN HALL 


COMPANION * MAN 


r: Play af possession on 
den to heal.a gf ally. 


- > 
oe thought [remained in Meduseld bent like an 


Ma tree under wintersrtow.... ‘But a west wind bas 
baker the boughs." 


fo your support area. 
tkirmish: Discard this condition to 
Make a mounted 2 Man strength +3 
d heal that Man if at a plains). 
The roar of booves yas enough to. rout the Uruk-bas 
he t sword or spear. 


Discard Weland if an opponent con 
home site. 


o—. 
. 


ip: Spot 2 


Man) to play a. character or 


lossession from your draw deck. 


low fair are the bright eyes in the grass! Eve 
are called... for they blossom in all seasons of th 
aiid grow where dead men rest.” 


es, let thermbe veady in the ss 


bere the second bour from noon!’ 


fo your support areca. 
time your opponent plays a 
Ming minion, you may spor a vil 


i exert thar minion. 


bere is the hand.on the barpstring 
owing? / Whereis the spring and the harvest 
tall corn growing?’ 


fo your support area. 


fethe start of each fellowship phase, 
iy heal a villager, 


beasts and their fodder,bave also been 


‘3 


SUPPLIES OF THE MARK 


Hays to your support area. 


ip: Add @ and place a villager 


im hand beneath your draw deck to 


gala .# ally. 


as és all we could sive, ety lady ‘s 


Pmystif will co to war, 0 fall in the front of the 


5 af it must ie 


your support area. When you 
this condition, you may spot a_i 
to place 2 .# tokens here. 
ish: Discard this condizion or 


Man skirmishing an exhausted 
n strength +2, 


Ear 


mish: Make a . Man strength +25 
damage +2 if mounted). 


Be Orcs arc destroyed. We slaughtered them 


br ing the night. 


BANNER OF THE EYE 


fearer must be a .@ Man. : 
While bearer is skirmishing an Urak-hai 
barer is damage +1. 

d sword Flaleth, son of Hina... 


fo your support area. 
ish: Discard this condition to 
fake a mounted .g Man strength +3 
heal that’Man if ara plains). { 


th a rush like the sudden onset of a great wind 
Bt bost of Robarrrede thiuidering into the We 


to your support area. 
ip: Exert a .@ Man to playa 
land weapon from your discard pile. 
Wa fo you my other guests ] will offer such th 
be found in my annowry,”” 


POSSESSION * HAND WEA 


Bearer must be an «> Orc. 
Each time bearer wins a skirmish, you 
may add © for cach site you control. 


Bee Stomy—fiaed they were, with dark window-holes 


north and cast and west, and cack window 


F was of sleepless eyes” 





or twilight minion strength +1 for 
twilight minion you can spot. 
Tried once; but you canoer reach them. Only 
i fo sev, perbaps, Hot to touch.’” 


pent, 


)Mancuver: Fxert this minion twice to 

emake the Free Peoples player name 3 

cultures, Wound each companion and 
y not of a named culture. 


Wow the watch-towers, which bad Fat en inte decay 
Biiere repaired, and filled with arms, and harris oned 
twink ttaseless g vipa és 


While you can spor a Troll, Gate Troll’s 
stwilight cost is -4. 


mor cach other <>¥ minion you can 


Tete 


each vouse on a Hobbit (limit +3). 


[bad ny way, you'd Wesh you were dead now. 


= 


*DEAD MARSHES @—! 


*MORANNON 


$ tO your support area. 
OWhile the fellowship is av sire 4i. 
Ring- -bound companions skirmishing 


See Orcs are strength =}; 
Maneuver: Spot 2 +s Orcs to play up 


to 2 «<> conditions from your discard 


“sy Discard this condition. 


» Maneaver: Fixer this minion twice and 


Hspot another +» minion to discard a 
condition 


Mfr tt there was a singe pat 


Sie of ino wsid sani 
ebartlemes: sentinels paced whceasingly.’ 


| Gate TROOPER 


SE Eee 


When you play this minion, you may 
bexert him and spot 5 burdens co draw 
acard. 


Plays to your support area. 
the wwilighr cost of the firsr eo Orc 
yed at site 4} is ~3. 
low: Spot 2 “>> Orcs and discard 4 
“cards from hand to draw 3 cards. Discard 
this condition. 


The Back pare of Mordos 


Twilight. Damage +1. 


To play this minion, remove a burden or9 


Spot a twilight minion. 


The Dead can’t really be there! Js it so 


apache in the Dark Jand?”” 


MINION * ORC 


When you py a #< condition, you 
May exert this minion and remove @ to 
draw a card. 


8 bose of ore haurke 4 raidy at 
oforth likr black ants going fo \ 


When you play this minion, you may 
@xert him and spor 6 companions to 
draw a card. 


wate day - grards, eVu-fyea and fel! were marcbing 


be their pes ees.” 


MINION * Orc 


When you play this minion, you may 
Spot a “<> condition co draw a card for 
each site you co atrol (limic 3). 


© far auewy from dedden Bolds and outposts in ix 


Ohl Maine answering cal 


Skirmish: Make a companion or ally 
Skirmishing a “o> Orc strength —1 for 
seach Ring owe companion. 

; nse: If a Free Peoples player 
Steveals this card from your hand, discard | 
this card to add 2 burdens. 


De ies ¢ Eye looted out from Sauron’s fortress 


Fierce. 

While you can spor a Troll, Gate Troll’s 
wilight cost is -4. 

por each other “<> minion you can 
pspor, this minion js serength +1. 


EP This wus Cint th Gorger, the Haunted Pass, the 
Denttance to the land of the Enemy.” 


Se eGRISHNAKH 


peers 


Orc CAPTAIN 


a 


Ser 


eThe site number of cach ey Orc is -3,4 
Shadow: Exert Grishnakh twice and spo 
vanother “> Orc to draw 3 cards. The 
Free Peoples playet may add 2 burdens 
to prevent this. 


> | Pt might agrer with me, with Grishnakh 


Tracker. 
The site number of each e@> Orc is -3. 
Skirmish: Discard another «<>» Orc and 
pexere Orc Cutthroat to wound a 
ompanion he is skirmishing. 

pA few Ore casmalties were of te concern to brim 





group: Spot a *&>~ condition and J j 4 Tracker. 

scard this minion to take control of ; = The sire number of cach eo Orc is -3, 
4 aver: Exert Orc Patrol twice and 
another #~> Ore co discard a 


p: Spot a “> condition and 
this minion to take control of a site, 


be Ores of Mordor extended the will of Sauron to ; 
af the weak Men. of the East ; OR ve spoken inore-than enough, Uglich,’ sneered 

eet woice. “] wonder bow they would like it in 

a tron’ Orcs ranged far and wide, searching for 


eins and the ‘Ring 


—" 


TEETH OF MorDOR 


ays tO YOUr Support area. 4 ays tO yOur Support arca 
s - « I 


e site number of each ey Orc is -1. 
hen you play this minion, you may 
him and remove @ to draw a card, 7 


site number of each “ey Orc is -19 


n you play this minion, you may 


him and discard 2 cards from hand] 


Ebere’s no time to Rill thems properly... No sime™ 


group: Exert a “> Orc to play a 
Gl or << minion. Its ewili 
and ir comes into play exhausted. 

winged Wazpal awaits us northward on the 
sink °” 


ghi cost § 


group: pet a + Orc and remove 
D co stack thar minion here. 
Play a + Ore stacked here 3 


fone could pass the Teeth of Mordor and not feel 


, pay on this trip,’” ir bite...” 
SL! Lage Bai 3 


wee 


3 ‘ 


P . - 


TROLL’s CHAIN 


Brace oF Coneys 7 


5 oe 


x POSSESSION * HAND WEAPON  @ 


ile you can spor a Troll; this minion’ a \ pe yy this possession, you may | Regroup: Spot another +e or owilight eliowship: Discard this possession to 
light cost is -4. odraw a card. Sminion and discard this minion to add a Temove a burden. 
Discard a #<>~> card from : 


: ° rs a He let then stew for close on an borer testing them 
d to make this minion strength +1. 7 


, : bey do not see what fied abead / When Sun bas 9 now and again with bis fork, and tasting the brorh.™ 
catbrolls are only couttterfeits, made by the Eyemy id am fated and Moor is dead,” 
Great Darkness, in swekery of &yts....”” x 


e Bs, See) ~ > 


MASTER OF THE PRECIOUS 


a 


ee ee eas 


CONDITION 


Ring-bearer (resistance 10). 
Fellowship: Add a burden to play 
‘ Ssmeagol from your discard pile. 
Sdiscard cards from your hand or from the} 4 Sol pol 
top of your draw deck. ee eS. 


lays to your support area, 
When the fellowship moves from site I, 
Bremove up to 2 burdens. 
tmish: Discard this condition to 


obbir. Limit | per character. 
irmish: Exert bearer twice to cancel a 
ol master SOK 
ae gelisain, gollum a 

eeeeeuing. Suddenly Merry and Pippin realized that without But as for us, we an 


. WE Wr've estaped from the Emyn Mail! Bprhovite they were now outside the circk “th "Non and West, bey 


PNAS NNO SNE NAN 


SCRY E 





Ring-bearer (resistance 10). 
ellowship: Play a Ring-bound 
Sompanion to remove a burden. 
v long watys — ons of ‘Rivendell, of 


W cai it 


h time Prodo is about to be killed by J 


@ wound, add a burden instead. 

Mhen the fellowship moves to site 9, 
Frodo is corrupted. 
Regroup: If you can spot no minions, 
discard this condition. 


ays to your sup Ort area. When you play 
this condition, pt 
R nse: If an unbound Hobbit is 
ut to take a wound, discard this 
ndition or remove a > roken from 
to prevent that wound. 


IMPATIENT Hossit 


~ ComPANION® Hospit 


: "Don't talk fol Merry Don f encourage i 


ace 2 ~6™; tokens here. 


Hossit Sworp 


KNOCKED ON THE HEAD 


arer must be Frodo. 


Skirmish: At sites 1} to 4, add a burden 
d discard this possession to cancel a 


ikirmish involving Frodo. Ac any other 


site, discard this possession to remove a 


Pburden and heal Frodo. 


Eaveitner weather nor searching cyes found ‘Frodo 


a 


COMPANION * HopsiT — 


; © 


rmish: Exert the Ring-bearer to 
iscard Merry. Any Shadow player may 
nove @ to prevent this. 


PJ don’t suppose you have muck notion where we 


gre: but ] spent nyt 


at ‘Rivendell rather betuer”™ 


Get ON AND Get AWAY 


Howship: Add 2 burdens to play the 
Mellowship s next 2 sites (replacing 
ponent's sites if necessary) 
The Dead can’t be really there! }s it 
rhea in the Dark Jana? 


IMPATIENT AND ANGRY 


irmish: Exert Sam to make him 
Strength +3. If Sam wins this skirmish, 
you may remove a burden. 


PY Fle planted himself... as if be was 
myesing boblit who had « 1 hives 
sauce’ wher questioned 


> 
~ 
z 
< 
~ 
~] 
S 
S 
= 
~ 
= 
~] 
a 


See 


. 


lellowship: Add a burden to heal a 
Ring-bound companion twice. 
“He's hike that, and sometimes it 
pornchow,”” 


eae 


emish: If Merry is not assigned to a 
irmish, discard him to remove a “oy 
Orc from a skirmish involving an 
’ bound companion. 
“All Wizards should b 
BIE — £0 Hach their the iteaniitg 


eer thens 


| lays to your support area. 
ch time a Hobbi wins a skirmish, you 
y place a 6“ coken here 
lowship: Remove a burden for each 
token here (limir 3). Discard this 
ondition. 


"You szem to have been doing 


It Burns Us 


group: Spot Sam and Sméagol (or 
ollum) to choose an opponent who 
ust reveal his or her hand. Wound a 


Of different cultures revealed. 


Barc; 
Ne more than yo 


Lone Stow WraTH 


a saeceneen eaenr, —~e 


EVENT 


Make him strength +1 and damage +1 
4 or cach ~~ companion you can spot, 


f the bobbits and the tidings that they 


dit: nt wall soon be running tke ay 


rmish: Spot Frodo and add a burden 
mo wound a minion skirmishing a 
empanion who has the Frodo signet. 


' 


Laven Nk oppose the ¢ re 





cory would de 


No Hetp For It 


for Gollum to remove 3 burdens. 


Gotan Spot Sam and discard Sméagol 
Minion skirmishing a companion who 


has the Frodo signet twice. 
P Don't take the Precions to Him! 
Master, and be kind to Sinéagel.”’ 


bell come back, you'll see. The promise vetll bold yi 


4 while. And ly won Keep it, wire 


*RareE Goon BALLAST 


COMPANION * Hogsit 


nse: If a regroup special ability 
B to ae this, as used, discard Sméagol or Gollum to 


3 j saad Meth fancel that action. 
"We had fou! fare with the Orcs, and little enoug i 


br days before that “I seems a long while since we 


: * What a hobbit needs wath coney... is some berbs anil 
osld eat to beart’s content.’ , 


Moots, especially taters — pot to mention by 


POSSESSION 


Bearer must be a Ring-bound Hobbit. 
Ac the start of cach turn, you may add @ 
© heal a Ring-bound companion. 


Sie still hopefully carried some of hes gear in bis 


ot far without Sam 


~ POSSESSION * HAND WEAPON “~ 


Bearer must be Frodo. 
Skirmish: Exert Frodo to make Sméagol 


, 


Strength +2 or Gollum strength -2. ECarwman krp 


® This ts Sting. You have seen it before once upon a POres. He bad 
. p were favoured and got good p 


a 
< 
= 
w 
= 
Zz 
es] 
& 
2) 


SWIFTLY AND SOFTLY 


sRegroup: Discard Pippin to choose a 
Shadow player who must wound one of 
his or her minions. 

“By root and twig, but this is & strane: 


P sprout a li ie folk frat are not in the 


Ring-bound. 
Fellowship: Play Sam's Pack from your 
Mdraw deck. 
; mse: If Frodo is killed, make Sam 
ing-bearer (resistance 5). 
VI atin onily a Aobbit, and gardening s my p b 


Bonte, suv, tf you niderstand ni 


owship: Add a burden to discard a 
ndition ee by a Hobbir. 


Ppne we fost at_ Moria, the others we left at Partha 


Galen abow “Rausros 


irmish: Ar sites 1f to S¥, cancel a 
sirmish involving a Hobbit. Ac any 


bther site, prevent a Hobbit from taking 


imore than | wound. 


“Jn the deep of might unde 


‘ 


Sat SNPS NAN eA 


SCRYE 


Warmep Up a Bir 


Skirmish: [f Pippin is nor assigned toa 


irmish, discs urd him to remove an 


Rebound comp: anion. 


4 What avd bave | been 


Ring-bound. 

hile you can spot Frodo and Sméagol, 
Sam may not be overwhelmed unless his 
; Beength is tripled. 


: If Frodo is killed, make Sam 
he se Ring bearer (resistance 5). 


Stealth. 

Skirmish: At sites 1} ro 48, cancel a 
Skirmish involving a Hobbit. At any 

Other site, prevent a Hobbit from being 
overwhelmed unless his or her strength is 


#0. " 
ss Shall l be i 
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Battleground. The Shadow number of this site is +1 for 


each mounted companion. 


jl 


os 


liane. 


Response: Ifan unbound ra a is 


es, discard 2 cards from hand 
r must be a Nazgil. 


semdted across the moon. outrianing thesind 4 


SGANDALF 
DEFENDER OF THE West 


er eae 
While you cannot spot 3 companions of 
the same culrure, Gandalf is strength -2. 


THE RETURN OF THE KING” RELEASE 
NOVEMBER 2003 


At the start of the first Shadow phase, if the ewilight pool has 


fewer than 9 twilight tokens, add @ (limit once per turn). 


a8 possession on 


. ally. 


> Barrie oF Heim’s Deer” Pre-RELEAsE 
FEBRUARY 2003 


you may add © to he: il another i 
B companion. 


ETH Lorp OF THE RINGS OntINe TCG 


lotrtcg.decipher.com 


ng-bearer (Resistance 12), Ring-bound 


Redeem your movie ticket from 


Ee the Return of the King” for a free booster packs 
= Go to decipher.com/lotrmoviepromo to find 


a participating store near you. 


» While supplies jast. Lintit one per customer, 


z 
i= 
z 
x 
_ 
So 
- 
i) 
3 


Plains. Each time the Free Peoples player assigns a 
companion or ally to a skirmish, add @. 





Mpanion you can spot. 


Nine are abroad again “They bavecressed the 


secretly and are moving Ww estward They have 
: the purse of riders tn black.’ 


_ an 


While you can spot 3 wounded minions, 
each minion skirmishing Legolas is 
Strength -3. 
THe Lorp oF THE RiInGs’ ONLINE TCG 
lotrtcg.decipher.com 


THE ‘BALROG 


TERROR OF Fis ME AND SHADOW 
= a 


ae 


~=rr eH 
_ 


[o_ Minton= Banos] 


Damage +2 

! m™ rot the Balrog 
‘ minion 

Inno be aSSTEN dt 


| 
MpPanions Of Allies of 





Pictured here is a selec- 
tion of some of the promo 
cards that exist for the game 
(47 as of November 2003). 
These can be identified by the 
number O and the letter P in 
the corner in place of the 
usual expansion set number 
and rarity letter (R, U, or C). 
Most promo cards are distrib- 
uted with special promotions 
or packaged with special sets. 


"COMPANION * ENT 


Assignment: Exert an unbound Hobbir 
to allow Treebeard to skirmish. 

} Skirmish: Exert Treebeard to make-an 
Ent damage +1. 


ENTS OF FANGORN” PRE-RELEASE 
JUNE 2003 


EMian you can spot (limit +4). 
P bis sarven face with its proud bones and chin like @ 
yy and the tong curd nose between the dark deep 
7s eminded Not so rmiwh of Boromir af 


| 


“~. POOP OSES 2 EBT ESE BAL AtERAA 


Bearer must be Gimli. 

He is damage +1. 

Skirmish: Discard a condition or a 
card stacked on a condition to make 
Gimli strength +1. 

Give mw a row of ore-netks and room 

Swing and all weariness wall fall from ime!”* 


PRICE GUIDE 


What are your Lord of the Rings CCG cards worth? Here’s the answer! 


as 7 .- es 


Serye magazine is used by gamers and collectors alike as the only reliable 'OLLECTIBLE 
/ source for secondary market prices for collectible card games. We survey retail ecru 8 ER 
stores across North America for each issue of Serye, available every month at the 
store where you bought this magazine. You can also get the prices in checklist form 
in the Serye Collectible Card Game Checklist & Price Guide, a 688-page 
& book. The 2nd edition is available now! 


The Lord of the Rings 
The Fellowship of the Ring 


Decipher * Released November 6, 2001 

365 cards plus 365 foil versions ¢ IDENTIFIER: First digit in card code is ‘1’ 
e Starter decks contain 63 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs FLLOWSIP OF ThE RING™ 
Designed by Joe Alread, Chuck Kallenbach II, Tom Lischke, and Mike Reynolds 


Standard versions of the major character cards Aragorn, King in Exile and Gandalf, The Grey 
Wizard appear in the starter decks; their foil versions randomly appear in boosters. 



















RecPrice # Card name Rarity Fou.Price RecPrice # Card name Rarity FowPrice 


Set (365 cards) 205.00 You will need q 3.25 240 Band of the Eye R 5500 ~ 3.00 36 Curse Their Foul Feet! R 5.500 
Foil set (365 cards) 695.00 44 O 0.90 70 Barliman Butterbur, O 0.20 102 Dagger Strike ¢ 1.000 
Starter Display Box 110.00  nine-pocket Prancing Pony Proprietor U 2.500) O 3.00 210 Dark Whispers R 5500 
Booster Display Box 90.00 #estostore 1 0.20 4 Battle Fury Cc 1000 O 0.20 37 Defiance c 1.000 
Starter Deck 11.00 csc, OG 3.00 205 Beauty Is Fading R 5500 O 020 6 Delving ¢ 1000 
: CL) 3.00 206 Bent on Discovery R 5500) C) 3.00 167 Denizens Enraged R: 5:50 EI 
Booster Pack 3.30 CO 4.00 284 Bilbo Baggins, Retired Cl 3.00 243 Despair R 5500 
Adventurer R 7500) ©) 3.75 244 Desperate Defense of the 
RecPrice # Card name Rarity FowPrice = 0.90 285 Bilbo’s Pipe U sete Ring R 6.000 
Tee 0.75 164 Bitter Hatred U. 2.50 () 3.00 245 Desperate Measures R* 5.500) 
a ees See ais Needs Gl 0.75 207 Black Breath U 2.500 O 0.65 350 Dimrill Dal U 2500 
O 0.75 316 A Talent for Not Being SeenU 2.500 CO 3.00 208 Black Steed R 5500 © 3.25 38 Double Shot R 5500 
O 3.00 87 AWizard|sNeverLate R 5500 O 5.00 95 Blade of Gondor R 7.000 © 075 211 Drawn to Its Power U 2500 
O 3.00 69 Albert Dreary, Entertainer O 0.90 209 Blade Tip U 2500) © 0.20 168 Drums in the Deep ¢ 1.000 
From Bree R 5500) O 0.20 32 Border Defenses C 1.000) © 3.90 71 Durin’s Secret R 7.000 
1 3.00 120 Alive and Unspoiled R 5500 O 7.50 96 Boromir,LordOfGondor R 9500) O 0.20 7 Dwarf Guard ¢ 1.000 
1) 0.75 203 All Blades Perish U 2500 UO 0.90 97 Boromir,Son OfDenethor U 2.500) 1 0.65 344 Dwarrowdelf Chamber U 2500 
O 0.75 239 AllThought Bentonit U 2500) U 0.75 98 Boromir's Cloak U 2500) © 0.20 8 Dwarven Armor ¢ 1.000 
O 3.00 204 All Veils Removed R 5500 = asi ‘noah Ce . hide O 0.20 9 Dwarven Axe c 1.000 
2 : OW OT the Galaanrim j 
O 3.00 88 An Able Guide R 5500 oe so imceeraien) Hage eis 
3.00 163 Ancient Chieftain R 5500 U 0.20 121 Bred For Battle C 1000 0.65 320 East Road U 2500 
O 0.75 29 Ancient Enmity u 2500 U 0.65 327 Bree Gate U 2500) 0.20 103 Elendil’s Valor c 1.000 
O 0.20 356 Anduin Banks ¢ 1.000 U 0.65 328 Bree Streets U 2500 0.20 39 Elf-song C 1.000 
O 0.65 353 Anduin Confluence u 2500 U 0.20 122 Breeding Pit C 1.000 ( 5.00 40 Elrond, Lord Of Rivendell R 8.000 
O 0.20 354 Anduin Wilderland c 1000 C1 0.65 329 Breeland Forest U 2500 1 0.20 41 Elven Bow ¢ 1.000 
CO 3.00 365 Aragorn, King In Exile xX 6000) © 0.65 357 Brown Lands U 2500 4 0.20 42 Elven Cloak c 1.000 
Cl 7.00 89 Aragorn, Ranger Of The L) 0.65 330 Buckleberry Ferry U 2.500 C] 0.65 360 Emyn Muil U 2500 
North Rr nooo UF 375 123 oe Pee Not a 600r) 300 246 Enduring Evil R 5500 
~ 5.75 90 Aragorn’s Bow R 9.000 O 625 165 Rech alit of Moria, - 3.00 247 Enheartened Foe R 6.000) 
() 0.90 91 Aragorn’s Pipe U 2.500 Scourge Of The Black Pit R 10.500 2 si ee oath Trails : ee 
O 0.20 92 Armor C 1000 ; enmoors . 
LC] 3.00 166 Cave Troll’s Hammer R 6.00C) © 0.20 287 Extraordinary Resilience C 1.000 
= peieae eek A van Magee gl ote Cl 300 34 Celeborn, Lord Of Loren R 5.500] G 029 44 Farin, Dwarven Emissary C 1000 
075 31 Asfaloth U 2500 CL} 3.00 99 Change of Plans R 5500) F 300 288 Farmer Maggot, Chaser 
O 0.75 94 Athelas U 2500 a ip Pe ad le bi sa : eae Of Rascals R 5.500 
O 020 3 Axe Strike Cc 1000 0.20 101 Coat of Mai C 1.00) [ 065 321 Farmer Maggot's Fields U 2500 
0.50 319 Bag End U 2500 [ 300 124 Cruel Caradhras R 5500 | cee 7 
= O 3.00 212 Fear R 5500 
LI 0.65 343 Balin’s Tomb U 2500) [ 0.75 241 Curse From Mordor U 2500 


C=Common U=Uncommon R-:- 





The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 
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RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FowPrice 
~ 0.75 105 Foes of Mordor U 2500 . 0.20 300 Longbottom Leaf C ae = 0.65 348 Pass of Caradhras U rg 
0.20 21 Lord of Moria C 1.00 0.20 110 Pathfinder C 1.00 
300,170, Fo ae R 55001 F 0.20 53 Lorien Elf C 1.000) O 0.75 222 Paths Seldom Trodden U 2500) 
ey oN: AS Pome eae C 100L1 Fj 3.00 189 Lost tothe Goblins  R 5500) O 0.65 358 Pillars ofthe Kings  U 2500) 
ce oe - Sok meee U 25017 1 0.65 352 Lothldrien Woods U 2500 O 0.20 192 Pinned Down ¢ 1.000 
2 padelidrh A an UY 2507 ( 5.75 127 Lurtz, Servant Of Isengard R 9.000] O 0.20 306 Pippin, Friend To Frodo C= (1.000 
ee ee ee Oe ee : C1 4.00 307 Pippin, Hobbit Of Some 
CL} 6.00 289 Frodo, Old Bilbo’s Heir oR 8500) O) 3.75 128 Lurtz’s Battle Cry R 6000 Intelligence R 7000 
CL] 0.20 290 Frodo, Son Of Drogo C 1.000) O 0.75 54 Mallorn-trees U 2500 [ 0.20 193 Plundered Armories C 1000 
C] 0.65 339 Frodo’s Bedroom U 2500) O 0.75 301 Master Proudfoot, Distant 26 . 
- 0.75 213 Frozen by Fear U 2500 re Relative Of Bilbo U ee C) 3.75 308 Power According to His : 
; 4.40 302 Merry, Friend To Sam R 8.00 Stature R_ 7.00 
LK) 5.00 45 Galadriel, Lady Of Light R 85001 [ 999 303 Merry, From O’er The O 3.00 111 Pursuit Just Behind R 5500 
CL} 0.20 351 Galadrie’s Glade ¢ 1.000 Brandywine C 1000 © 3.00 81 Questions That Need 
KO 850 72 Gandalf, Friend Of The 7 OF 0.65 332 Midgewater Marshes U 2500 Answering R 6.000 
Sts F ee La. ee O 0.65 333 Midgewater Moors U 2500 © 0.90 112 Ranger’s Sword U 2500 
00 364 Gandalf, The Grey Wizard X 600LU [ 9 ¢@5 345 Mithril Mine U 2500 O 0.75 194 Relentless U 2500 
LK) 0.90 73 Gandalf’s Cart U 2500 & 300 22 Mithril Shaft R 5500) © 0.75 223 Relentless Charge U 2500 
a 0.90 74 Gandalf’s Pipe U 2.500 21 im 3.00 195 Relics of Moria R 5.500 
CL) 0.75 46 Gift of Boats U 2500) CJ 3.00 254 Mordor Enraged R 5500 oO 3.00 994 Return to Its Master R 5500 
C) 0.75 12 Gimli, DwarfOfErebor U 2.500) CO) 0.20 255 Mordor’s Strength C 1000 F 920 89 Riska Little Light c 1000 
C 5.00 13 Gimli, Son Of Gioin R 7.500 : 4.00 216 Morgul Blade R 7000 z 2 
a 3.00 217 Morgul Gates Re "9.50 0.65 340 Rivendell Terrace U 2.50 
2 i i ote oe Axe R sede O 3.75 256 Morgul Hunter R 6.000) CO 0.65 341 Rivendell Valley U 2500 
: mits Helm R 9.9 O 0.90 257 Morgul Skirmisher U 2500 © 0.65 342 Rivendell Waterfall U 2500 
CH 5.25 75 Glamdring R 7.000 | 990 258 Morgul Skulker U 2500 © 0.75 309 Rosie Cotton, Hobbiton LassU 2.500 
CI 0.75 249 Gleaming Spires Will 4G 3.00 259 Morgul Warden R 5500 O 0.75 57 Rumil, ElvenProtector U 2.500 
6 = Soret U ae O 3.00 190 Moria Axe R 5.500 © 5.00 310 Sam, Faithful Companion R 8500 
3.00 oblin Archer R S500 x | O 0.20 311 Sam,SonOfHamfast C 1.000 
0 3.25 173 Goblin Armory R 5.500 0 0.20 346 Moria Lake 5 1.000 oO 0.20 133 Saruman’s Ambition C 1.000 
(1) 0.20 174 Goblin Backstabber C 1000) OO 0.20 191 Moria Scout as Ri ae 0 0.20 134 Saruman’s Chill C 1000 
1 3.00 175 Goblin Domain R 5.500) ©) 0.65 347 Moria Stairway UW. Q50LT: 2 =" 
= 0.20 176 Goblin Marksman ¢ 1.000 4 0.20 78 Mysterious Wizard C eo = 0.75 135 Saruman’s Frost U ae 
0.75 218 Nazgil Sword = 2:50 0.75 136 Saruman’s Power U 2.50 
CL) 0.20 177 Goblin Patrol Troop C 1.000 & 075 4130 No Ordinary Storm U 2500 © 3.00 137 Saruman’s Reach R 5500 
KO) 0.75 178 Goblin Runner U 2500 © 0.75 108 No Stranger to the ShadowsU 2.500) O 0.20 138 Saruman's Snows c 1.000 
LK) 0.20 179 Goblin Scavengers C 1.000) | 0.20 304 Noble Intentions C 1.000 © 0.75 274 Sauron’s Defenses U 2500 
LK) 0.20 180 Goblin Scimitar C 1.0007 F 300 23 Nobody TossesaDwarf R 5500) © 3.00 139 Savagery to Match Their 
[0 0.75 181 Goblin Sneak U 2.500 : a Nimibers R 5500 
1) 0.20 184 Goblin Wallcrawler C 1.000) OO 0.75 109 One Whom Men Would oO 350 83 Servant of the Secret Fire 6.000 
1) 0.20 185 Goblin Warrior C 1.000 Follow ie DEOET? 9 
sh C) 0.20 261 Orc Ambusher ¢ 1.000) CO) 0.20 277 Shadow’s Reach ¢ . 1.000] 
CL} 0.20 106 Gondor's Vengeance C 1.000 F 075 262 Orc Assassin U 2500) O 0.65 325 Shire Lookout Point U 2500 
CL) 0.20 107 Great Shield C 1.000 300 263 Orc Banner R 5500) © 0.65 359 Shores ofNenHithoel U 2500] 
C1 3.00 16 Greatest Kingdom of My O 3.00 264 Ore Bowmen R 5500 © 0.20 59 ShouldertoShoulder C 1.000 
People R 5.5001 — 300 265 Orc Butchery R 5.500 O 0.75 60 Silinde, Elf Of Mirkwood U 2500 
Ci 3.00 125 Greed R 5.500) F 9.20 266 Orc Chieftain C 1.000 © 0.65 355 Silverlode Banks U 2500 
CL) 0.65 322 Green Dragon Inn U 2500: 2 O 0.20 84 Sleep, Caradhras Cc 1000 
CL) 0.65 323 Green Hill Country U 2500) CO) 0.75 267 Orc Hunters U 2.500 0 0.65 361 Slopes of Amon Hen U 9500 
Bt +090 «17 Grimir, Dwarven Elder U 2500) O) 0.20 268 Orc Inquisitor ¢ 1.000 ‘es 0.20 61 Songs of the Blessed Realm C 1000 
CJ 3.00 186 Guard Commander R 6000) O 0.20 269 Orc Scimitar &® 100: » ~ 
(1) 3.90 47 Gwemegil R 7.500 z 0.75 270 Orc Scouting Band U ete “ 0.20 312 Sorry About Everything  C ce 
zs 0.20 271 Orc Soldier C 1.00 3.00 140 Spies of Saruman R 5.50 
Ki 0.75 48 Haldir, Elf Of The Golden O 3.00 272 Ore War Band R 5500 OF 0.20 24 Stairs ofKhazad-dim C 1.000 
Wood U 2500 075 56 Orophin, Lorien Bowman U 2500 O 0.75 63 Stand Against Darkness U 2500 
LI 0.75 293 Halfling Deftness U 2500) | 375 131 Orthanc Assassin R 7.000 O 0.20 25 Still Draws Breath Cc 1.000 
CL) 0.20 18 Halls of My Home C 1.000 & 300 80 Ottar, Man Of Laketown R 5500) O 6.00 313 Sting R 8500 
C} 3.00 250 Hate = R 5500 2 O 3.00 314 Stone Trolls R 5500 
O 020 19 Here Lies Balin, Son of O 3.00 132 Parry R 5500 C 0.20 315 Stout and Sturdy C too 
bE Fundin C yeas 
0.20 294 Hobbit Appetite C 1.00 e 
O 0.20 295 Hobbit Farmer Cc 1.000 The Lord ad the Rings e 
O 0.20 296 Hobbit Intuition Cc 1000 cE ; 
CI 0.20 297 HobbitPary Guest ¢ 1000 | The Fellowship of the Ring Deluxe Starter Set 
O 0.20 298 Hobbit Stealth ¢ 1.000 | Decipher © Released November 2001 
: ion i. i APNG : Oe ® Contains a 60-card deck, 3 random rares, | booster pack, 25 tokens, 6 markers 
O 0.75 126 Hunt Them Down! U 2500 | © Three box designs: Gandalf, Shire, and Sauron 
= ie on teeta aa Wake : qete All cards in the Starter Set are from The Fellowship 
é ntimidate : . . s 
: 3,00 253 Journey Into Danger 5 RENT a a Ring set and cannot be distinguished from 
77 
0 hee patie eee Stace 108 oer bts es a and 15 yobs tokens inside, as well 
19 + ; 
= 0.75 77 LetFollyBeOurCloak  U ete SS rp eter ere Shoo ee 
0.20 20 Let Them Come! C 1.00 
O 0.20 52 Lightfootedness c 1000 | Deluxe Starter Set 20.00 


Get checklists for 130 more CCGs just like this in the 
Scrye CCG Checklist & Price Guide, Second Edition! 





C= Common U=Uncommon R=Rare X = Fixed 


vn SCRYE oS 





It’s available now in your local game store! 
Or order it direct by calling (800) 258-0929! 


RecPrice # Card name Rarity FouwPrice RecPrice # Card name Rarity FouwPrice RecPrice # Card name Rarity FowPrice 






- 0.20 278 Strength Born of Fear C 1.000) © 3.00 49 The Last Alliance of Elves CL) 4.00 66 The Tale of Gil-galad R 7.000 
and Men R 5500) ©) 3.00 228 The Twilight World R 5500 
aeons eect he le R 5500) (1 075 188 The Long Dark U 2500 O 3.00 200 The Underdeeps of Moria R 5.500 
O20 BS Stren OF SPN CWO 8 3 C1 3.00 282 The Weight ofalegacy R 5.500) 
CL) 0.20 362 Summit of Amon Hen ¢ 1.000 © 0.75 215 The Master's Will U 2500) : ss 
C) 0.75 64 Support of the Last Homely ; 3.00 55 The Mirror of Galadriel) R 5500) 2 0.20 68 The White Arrows of LorienC 1.000 
House U 2500 3.00 129 The Misadventure of Mr. 9.00 237 The Witch-king, Lord Of 
CO 0.75 65 Swan-ship of the Galadhrim U 2.500 Underhill R 5.500 Angmar R 15.500 
Bip cece) 2d 2 ts ewan; ios ooo Smwkwome find 
LC] 0.20 116 Swordarm of the White TowerC 1.000) € NINE Walkers ei Mats OF otone 
[ 0.20 117 Swordsman of the Northern [1 0.75 260 The Number MustBeFew U 2500) CO) 0.75 226 Their PowerlsinTerror U 2.500) 
Kingdom c 1000 © 6.00 1 TheOneRing, Isildur'sBaneR 10.500) (CJ 0.20 317 There and Back Again ¢ 1.000 
O 0.20 349 The Bridge of Khazad-dim C 1.000 U1 0.20 2 The One Ring, The Ruling O 0.20 196 They Are Coming ¢ 1.000 
32 Ring C 1.000) (©) 3.00 279 Thin and Stretched R 5.500) 
= 3.00 100 The Choice of Luthien R wg [10 5.25 221 The Pale Blade R 9.000) © 090 27 Thrarin, DwarvenSmith U 2.500) 
3.00 35 The Council of Elrond R 5.50 5 = 
F075 049 The Dark Lord's Summons J 2S0E] [2 0.65 324 ThePrancing Pony  U 2500) O 0.20 197 Threat ofthe Unknown C 1.000 
; 1) 0.20 273 TheRing’s Oppression C 1.000) (J 0.75 227 Threshold of Shadow U 2500) 
C) 3.00 169 The End Comes R 5500) rit 
CL) 3.75 114 The Saga of Elendil R 6.000): CJ 3.25 318 Thror’s Map R 5500 
(1 3.00 291 The Gaffer,Sam’s Father R 5.500) 
Cl 0.75 292 The Gatfer’s Pipe U 2500 [) 0.20 58 The Seen and the Unseen C 1.000) © 0.75 198 Through the Misty Mountains U 2.50 LI 
[ 3.00 252 The lrresistibleShadow R 5500 C1) 3.00 62 The Splendor of Their C1) 0.65 363 Tol Brandir U 2.500) 
; Banners R 5500) C) 0.75 280 Tower Lieutenant U 2500) 
(1) 0.75 142 Traitor’s Voice U 2.500 
e (1) 0.20 86 Treachery Deeper Than You 
The Lord of the Rings® Promo Cards Know ¢ 1.000 
Deciph IDENTIFIER: First dé singel ha age CL) 3.00 199 Troll’s Keyward R 5.500) 
e e J . . 37 
sd sedilelei, aces ace sa C 065 334 Trolishaw Forest U 2500 
‘ ‘ 1) 3.00 143 Troop of Uruk-hai R 5500 
Fellowship of the Ring Anthology 29.00 $C P16 Faramir, Son of Denethor — F/Alt/Pv 10.00 FH 500 229 Ul ie Attéa. K Of 
O p22 Fell Beast Ait/Pv 5.50 “ mort hi oautasele ere 
3 - : 
_ # — ELVEN-ALPHABET CARDS RAR Price []_ p33 Firefoot at 450 | O 5.00 230 eee Lieutenant i eae 
ol Guldur 
CO 89 Aragorn, Ranger of the North R 600 © P3_ Fireworks , Pv 3.00 Wetec 
CO 30 Arwen, Daughter of Elrond rp go. UO P27 Frodo, Resolute Hobbit Alt/Pv 8.50 OC) 0.90 231 ict ne Lieutenant eta 
C] 96 Boromir Lord of Gondor R 5.00 CJ P8 Galadriel’s Glade Alt 3.00 wie orgu : . 
C 165 Cave Troll of Moria, Scourge of 1 P26 Gandalf, Defender of the West Alt/Pv 8.00 LC} 0.90 232 Ulairé Lemenya, Lieutenant 
the Black Pit R 709 UO P82 Gandalf, Mithrandir = = Alt 6.25 Fieite es iI ae ? U 2500 
C 102 Frodo, Reluctant Adventurer Cc 400 © P88 Gandalf’s Staff, Walking Stick Alt 5.00 Bae. ee te st pute u 2500 
Ol 72 Gandalf, Friend of the Shirefolk R 6.00 | P46 Gimli, Skilled Defender Alt 5.28 “Hea el 3 
O 13. Gimii Son of Gldin R 4.00 C) P12 Gimli, Son of Gloin F/Alt 7.25 O) 0.90 234 ea ee Messenger (eon 
sali ' : ol Guldur : 
C1 14 Gimilis Battle Axe R 3.00 O P34 Giml’sHelm Alt 4.50 | © 0.90 235 Ulairé Ostéa, Lieutenant 
- 50 Legolas, Greenleaf R 8.00 + cm rr taint Hi Brand a oy Of Morgul U 2500 
C) 127 Lurtz, Servant of lsengard R 4.00 ; Antes rates 
F105 Mithril-coat Rp 409  U P13 Legolas, Greenleaf _ -FAIt 8.00 L} 5.00 236 Ulairé Toldéa, Messenger = 
CO 256 Morgul Hunter R 409 © P15 Legolas, Son of Thranduil —Alt/Pv 26.00 Of Morgul R_ 8.00 
 P9 = Phial of Galadriel Py 4.00 C) 0.20 281 Under the WatchingEye C 1.000 
C) 83 Servant of the Secret Fire R 3.00 qo o ss q 
3 P11 Saruman, Servant of theEye Pv 6.50 0.20 201 Unfamiliar Territory C 1.00 
C1 1  TheOne Ring, Isildur’s Bane R 6.25 P18 Sméagol, Old Noser AI/Pv 7.00 : 
peed O P10 The Balrog, Durin’s Bane Py 5.00 C) 0.20 145 Uruk Brood C 1.000 
CL) 114 The Saga of Elendi R300 | s 7 O 020 146 Uruk Fighter Cc 1000 
L 237 The Witch-king, Lord of AngmarR 6.00 [) P30 The Balrog, Terror of Flame C) 300 147 Uruk Guard R 6500 
PG ae eR a a cas and Shadow At 6.50 | G 300 148 Uruk Lieutenant R 6500 
ore : 2 re _ “ly: ha “| . 1 0.20 149 Uruk Messenger Cc 1.000 
€ Faié biade ! 39 
PROMO CARDS O Pt The Prancing Pony Alt 3.00 O 0.20 150 Uruk Rager ¢ 1.000 
Alt=alternate image; F=foil; Pv=preview ' C1) P37 The Witch-king, Lord of the Nazgiil Alt 8.00 CL) 0.20 151 Uruk Savage ¢ 1.000 
# CARD NAME RAR Price (] P19 Théoden, King of the Golden Hall Alt/Pv 17.25 5 0.20 152 Uruk Shaman C oe 
C1 P21 Treebeard, Guardian of the Forest Alt/Pv 8.50 0.75 153 Uruk Slayer U 2.50 
bt Ba? ue ener VFI at g75 C2 PAS. Ulairé Nelya, Ringwrath in Twiight Ait 6.00 | (J) 0.20 154 Uruk Soldier Cc 100 
Cl P14 Aragorn, Ranger of the North F/Ait 8.09 ‘7 P86 Whip of Many Thongs sede Bs a) ed i, oA el 
Oo ie eine Pte ; oD # CARD NAME SS, Bi aR a aM aed 8 a ae 
‘ 40 
C) P2 Bill the Pony Py 400 (J 6M2 Aragorn, Defender of Free Peoples 6.50 C) 0.75 159 Uruk-hai Rampage U 2500 
C) P20 Black Rider F/Alt/Pv 20.00 © CJ 3M1 Arwen, Elven Rider 7.50 C) 0.20 160 Uruk-hai Sword C 1.000 
[) P7 Book of Mazarbul Py 4.00 CI 2M2 Frodo, Reluctant Adventurer 7.00 O 0.20 67 Uruviel, Maid OfLérien C 1.000 
CL) P4 Council Courtyard Alt 3.00 ©) 2M4 Gimli, Dwarf of the Mountain/race 8.00 1 3.00 118 Valiant ManoftheWest R 5500 
: [C) 5M1 Gollum, Stinker 6.50 CL) 0.75 161 Wariness U 2500 
LI P25 Denethor, Wizened Steward Alt/Pv 6.50 [) 5M2 Grima, Chief Counselor 6.50 O 3.00 28 Wealth of Moria R 5500 
LJ P45 Eomer, Third Marshal of 1 3M2 Hand of Sauron 8.00 O 0.65 335 Weatherhills U 2500 
Riddermark Alt 5.00 [ 4M2 Legolas, Dauntless Hunter 8.50 O 0.65 336 Weathertop U 2500 
= oe aa 34 “! sath hi, ae O 1M3 Lurtz, Servant of Isengard 7.00 O 0.20 326 Westfarthing c 1000 
owyn, Lady of Rohan ; 4 
Fl p39 Eowyn, Sister-daughter of : as eal Men annie eee 9-00 | © 0.20 119 What Are They? Cc 1000 
’ , Proper Poet 7.00 ; 
Théoden Alt 5.00 © 4M1 The One Ring 6.75 (1) 0.75 202 What Is This New Devilry? U 2.500) 
C P35 Faramir, Captain of Gondor Alt 5.00 [ 92M The Witch King. Lord of the Nazadl 10.00 QO 0.75 162 Worry U 2500 
1 P16 Faramir,Son of Denethor  AltPv 800 ; Satay . C) 0.75 238 Wreathed in Shadow U 2500 
6M1 Treebeard, Guardian of the Forest 6.50 CF 020 283 You Bring Great Evil Cc 1000 


| Outs @e)n 010010) Maen © mem © alere)anianle|p mee - mt t-1¢- me Ge ip cele 





The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 
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The Lord of the Rings « 


The Mines of Moria 

Decipher ¢ Released March 6, 2002 

122 cards plus 122 foil versions ¢ IDENTIFIER: First digit in card code is ‘2’ 

¢ Starter decks contain 63 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs 
Standard versions of the major character cards Gimli, Dwarf of the 


Mountain Race and Gandalf, The Grey Pilgrim appear in the starter decks; 
their foil versions randomly appear in boosters. 





RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FowPrice 
Set (122 cards) 140.00 5 10 
Foil Set (122 cards) 180.00 eh ae O 3.75 7 Gloin,Friendto Thorn R 6000 UO 3.00 113 Red BookofWestmarch R 5.000 
Starter Display Box 115.00 ,; O 0.20 60 Goblin Bowman CeO ED: Ek 3.00. -.19 Release the Angry Flood R 5.500 
: it O 0.20 61 Goblin Flankers ¢ 1000 UO 0.65 79 Resistance Becomes 
Booster Display Box = = 95.00 pases '0 Sore 0.20 42 Goblin Man ¢ 1.000 Unbearable U 2000 
Starter Deck 11.00 © (doubiedup) © 0.20 62 Goblin Pursuer c 1000 O 0.20 114 Sam, Proper Poet ¢ 1000 
Booster Pack 3.30 O 0.20 63 Goblin Reinforcements C 1.000 U1 3.00 20 Secret Sentinels R 5.000) 
O 0.20 64 Goblin Scrabbler ¢ 1.000 UO 0.20 37 Sentinels of Numenor ¢ 1.000 

Bedpiice (7. Cardenite Rarity FouPrice O 0.20 65 Goblin Spearman C 1000 O 4.00 38 Shield of Boromir R 6.000 
O 0.65 8 GoldenLightontheLand U 2.000) CI 0.20 91 Southern Spies C 1.000 
CL} 0.50 16 A Blended Race U 20000 ° O) 0.20 26 Speak “Friend” andEnter C 1.000 
[ 3.00 112 A Promise R 5000 O 0.65 34 Gondor WillSeeltDone U 2.000) 1 
O 3.00 49 Archer Commander R 5000) U 0.50 118 Great Chasm U 2000 UO 0.65 92 Spies of Mordor UY 2000 
C 300 1 Beneath the Mountains R 5.000) © 0.20 9 GreatWorks Begun There C 1.000) CJ 3.50 27 Staff Asunder R 6.000 
1 3.00 39 Beyondthe Height of Men R 5.000) UU 0.20 10 Hand Axe ¢ 1.000) O 3.00 80 Stricken Dumb R 5.000 
O 0.65 96 Bilbo Baggins, Well-spoken C1) 0.65 76 Helpless UY 2000 0) 0.20 51 The Balrog, Durin’s Bane C 1.000) 

Gentlehobbit u 2000 © 3.25 77 His Terrible Servants R 5000 OO 8.25 52 The Balrog, Flame of Udin R 13.000 
O 3.00 75 Bill Ferny, Swarthy CL) 0.65 103 Hobbit Sword-play U 2000) CO 4.90 50 The Balrog’s Sword R 7.000 

Sneering Fellow R 5,500 © 0.50 115 Hobbiton Party Field U 2000 OU 0.65 87 The Eye of Sauron U 2.000 
O 0.65 31 Blood of Namenor u 2000) [4 9.50 116 Hobbiton Woods U 2000 UO 875 8 pasha Lord of i i 

. ; the Nazgi 

Bt it epee ee R Ss0C! O 020 119 Holtin © 1000 Fy 065 81 They WillFind the Ring U 2.000 
O 3.00 97 Consorting With Wizards R 5.000 1) 0.65 18 Hosts of the Last Alliance U 2.000) 2 : 
CO 050 54 Dark Fire U 2000 1) 3.50 66 Huge Tentacle R 6500 © 0.65 71 Throw Yourself in Next TimeU 2.000) 
O 0.20 55 Dark Places c 1000 U2 0.20 24 Hugin, Emissary from 1) 0.50 13 Tidings of Erebor U 2.000) 
CO 050 98 Dear Friends U 2000 Laketown ¢ 1000 O 0.20 14 Till Durin Wakes Again ¢ 1.000 
C 0.20 99 Deftin Their Movements c 1.000) © 0.65 78 ItWantstobeFound  U 2000] U 3.00 45 Too Much Attention R 5.000 
0.20 40 Demands of the [J 3.00 25 Jarnsmid, Merchant from CL) 3.00 93 Tower Assassin R 5.000 

Sackville-Bagginses Cc 1000 Dale R 5000 UO 0.20 117 Town Center | Cc 1.000 
O 0.50 17 Dismay Our Enemies u 2000 U 4.15 43 Lurtz's Sword R 7000 U 065 72 Troubled Mountains U 2.000 
O 0.20 2 Disquiet of Our People c 1000 © 3.00 11 Make Lightof Burdens R 5.500 C) 0.90 82 Ulairé Attéa, The Easterling U 2400) 
Cl “065 3 Dwarven Braters y 2000 © 0.20 88 Memory ofManyThings Cc 1.000 OU 0.90 83 Ulairé Enquéa, Ringwraith 
3 é in Twilight U 2400 
O 065 4 Endurance of Dwarves y 2000 © 0.20 104 Merry, Horticulturalist €:.. TOOEL i 8 
O 0.20 21 Erland, Advisor to Brand ¢ 1.000 O 4.00 105 Mithril-coat R 7.000 U 5.00 84 Ulairé Nelya, Ringwraith 
O 050 41 Evil Afoot uy 2000 UO 0.65 67 Moria Archer Troop U 2.000 in Twilight R 9.000) 
3.00 100 Fearing the Worst R 5500) © 0.65 68 MustDoWithoutHope U 2.000) U 4.00 46 Uruk Captain R 6.000 
O 0.20 101 Filibert Bolger, Wily Rascal C 1.000) © 0.20 35 Natural Cover ¢ 1000 UO 0.20 47 Uruk Scout C 1.000 
CO 065 56 Fill With Fear U 2000 © 0.65 106 Nice Imitation U 2000 © 0.50 120 Valley of the Silverlode U 2000 
O 3.00 57 Final Cry R 5000 © 0.20 44 No Business of Ours c 1000 UO 300 94 Verily | Come R 5.000 
O 4.45 32 Flaming Brand R 7.000 © 3.25 36 NoMere Ranger R 5000 U 0.20 95 Vile Blade ¢ 1.000 
C] 0.65 33 Flee in Terror U 2000 © 0.65 107 NotFearedin Sunlight u 2.000) © 4.95 73 Watcher in the Water, 
: 8 Keeper of Westgate R 9.750) 
O 0.20 5 Flurry of Blows C 1000 QO 3.00 108 OElbereth! Gilthoniel! R 5000) [ 300 15 WhatAre We WaitingFor? R 5.000 
O 0.20 58 Foul Tentacle Cc 1000 OU 0.20 69 Old Differences C 1.000 © 4.00 74 WhipofManyThongs R 6.000 
O 0.65 59 Foul Things U 2000 O 0.20 89 Orc Scout c 1000 * : 
O 0.20 102 Frodo, Reluctant Adventurerc 1.000 (©) 0.20 90 Orc Taskmaster ¢ 1000 U 0.65 28 Wielder of the Flame U 2000 
O 0.20 6 Fror,Gimli’s Kinsman C 1.000 O 3.50 109 Orc-bane rR 6500 U 0.20 29 Wizard Staff C 1.000 
O 3.00 122 Gandalf, The Grey Pilgrim X 6.500 © 0.20 110 Pippin, Mr. Took ¢ 1000 U 0.65 48 Wizard Storm U 2.000 
O 4.75 22 Gandalf’s Staff R 6000 © 0.65 70 Power and Terror u 2000 U 325 86 Wraith-world R 5.500 
O 0.20 23 Gandalf’s Wisdom C 1000 © 065 111 Practically Everyone KI 0.65 30 You Cannot Pass! U 2.000 
CL) 3.00 121 Gimli, Dwarf of the Was Invited U 2.000 

Mountain-race X 6500 OO 3.00 12 Realm of Dwarrowdelf R 5.000 
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The Lord of the Rings « 
Realms of the Elf-lords 


Decipher © Released July 2002 

122 cards plus 122 foil versions ¢ IDENTIFIER: First digit in card code is ‘3’ 

¢ Starter decks contain 63 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs 
Standard versions of the major character cards Boromir, Defender of 


Minas Tirith and Legolas, Son of Thranduil appear in the starter decks; 
their foil versions randomly appear in boosters. 





Set (122 cards) 100.00 you witneed  ReGPRice + # Card name Rarity FouPrice RecPrice # Card name Rarity FouPrice 
Foil Set (122 cards) 200.00 14 CO) 0.25 117 Gates of Argonath ¢ 1.000 CO) 0.25 98 Orc Swordsman c 1.000 
Starter Display Box 95.00 nine-pocket "1 3.00 81 Gates of the DeadCity =R 7.000 CL] 4.00 99 Orc Trooper R 8.000 
Booster Display Box 83.00 P'S 6 0.90 88 Get Off the Road! U 2100 O 0.90 100 Orc Veteran U 2100 
Starter Deck 9.75 (7 doubledup) ([] 3.00 19 Gift of the Evenstar R 8000 : i . hata ; : Ln 
C) 1.00 2 Gimlis Pipe U 2100 rthanc Berserker 
pncgsed ina sie [1 0.90 89 Gleaming in the Snow U 2100) O 3.00 102 Our List of Allies Grows a 
; (1) 1.00 20 Golradir, Councilor of Thin R 7.00 
ee eee herbed big Ste Imfadris U 2100 © 1.00 24 Phial of Galadriel U 2100 
[1] 3.00 52 A Fell Voice on the Air R 6000 O 5.00 41 Gondor Bowmen R 8000 O 0.90 25 Saelbeth, ElvenCouncilor U 2.100 
O 0.90 4 A Royal Welcome U 2100 O 0.25 90 Hand of Sauron C 1.000 © 6.00 68 Saruman, Keeper oflsengardR 9.000) 
1 0.25 49 Abandoning Reason for O 1.00 53 Hate and Anger U 2100) O 0.25 69 Saruman, Servant oftheEye C 1.000 
Madness Cc 1.000 C 0.25 78 Hide and Seek c 1.000 4 0.25 112 Seek and Hide ¢ 1.000 
= 7 a Shai seth © 10001 1 300 91 His Cruelty and Malice R 6,000) C1 025 70 Servants to Saruman = C 1.000 
City R 10.000 O 0.25 33 HisFirstSeriousCheck C 1.000 OC 0.90 45 Some Who Resisted U 2100 
O 4.05 7 Arwen, Elven Rider U 2400 O 3.00 54 HollowingofIsengard\ R 6.000 OC) 1.00 26 Something Draws Near =U 2.100 
C 750 8 Arwen, Lady Undomiel R 10.000) © 315 42 Hor of Boromir R 6.000 U1 0.90 5 Song of Durin U 2100) 
C 3.00 39 Banner of the White Tree R 7.000) 1 990 119 House of Elrond U 2100 U 1.00 46 Still Sharp U 2100 
O 0.90 9 Beren and Luthien u 2100 UE 9:25 55 Isengard Axe C 1.0001; ET 025 © 6 Stormof Argument ¢ 1.000 
2 CL) 0.25 56 Isengard Forger c¢ 1000 OU 3.00 80 Sucha Little Thing R 6.000 
[1 3.00 29 Betrayal of lsengard R 6000 O 0.90 57 Isengard Retainer U 2100) ©) 3.00 103 Terrible as the Dawn R 6000 
C) 1.00 106 Bill the Pony U 2100 = 0.90 58 Isengard Servant U 2100 2 0.25 87 TheDarkLord Advances C 1.000) 
5 os arate a oe 2 ath TOU | 5) 10.05 seteanaeeiaitian C 1.000 O 025 118 The Great River ¢ 1000 
Tirith xX 5000 C) 0.90 60 Isengard Smith U 2100 OO 4.00 67 The Palantir of Orthanc R 8.000 
O 1.00 10 Calaglin, Elf of Lorien Uv 2100) U2 9.90 61 Isengard Warrior U 2100); 0 090 “63 The Ring Draws Them =U | 2100) 
C 300 50 Can You Protect Me From O 0.25 62 Isengard Worker c 1000: UO 5.00 44 The Shards of Narsil R 8000) 
Yourself? R 7000 O 3.00 121 Legolas, Son of Thranduil X 5.000 1 3.00 113 The Shire Countryside R 6.000 
C 0.90 145 Caras Galadhon U 2400 O 6.00 21 Long-knives of Legolas R 8500) OU 090 73 The Trees Are Strong U 2100 
C 025 411 Cast It Into the Fire! ¢ 1000 O 0.90 79 Malice Ul S410G: 025 84 They Will Never Stop 
C 3.00 40 Citadel of Minas Tirith R 7000 () 0.90 92 Massing in the East U 21400 Hunting You Cc 1.000 
3 [C} 0.25 22 Master of Healing ¢ 1.000 O 0.25 114 Three Monstrous Trolls C 1.000 
. : 8 : 
= ve os rid bad ny : ts CO 025 109 Mean +h a da © 1000 UJ 3.00 85 Too Great and ioe R 6000 
1 0.25 30 Deep in Thought c 1000 CL) 3.00 110 Melilot Brandybuck, Merry C) 3.00 104 Tower of Barad-dir R 7.000 
C 025 31 Depart Silently c 1000 Dancer R 6000 OU 3.00 71 Tower of Orthanc R 6.000 
C 3.00 77 Depths of Moria R 7000 O 0.25 43 Might of Namenor ¢ 1.000) OU 0.90 72 Trapped and Alone Bi: 2.100 
CO 14.00 12 Dinendal, Silent Scout U 2100) © 300 3 MinesofKhazad-Dim R 6.000 UI 1.00 35 TrustMeas You Once Did U 2.1001 
O 550 13 Elrond, Herald to Gil-galad R 9.000) LW 300 93 Morgul Slayer R 6.0001; 1 1.00 86 Ulairé Otséa, Ringwraith 
OC 090 116 Eregion Hills U oto OG 3.15 34 Narya R 7.000 in Twilight U 2100 
1 0.25 14 Erestor, Chief Advisor to O 3.15 23 Nenya R 7000 U 025 36 Briavown Pars ¢ 1.000) 
Elrond ¢ 1000 CO 0.90 82 News of Mordor U 2100 OO 0.25 74 Uruk Raider C 1000 
4 O 0.25 111 Old Noakes, Purveyor of CO) 0.90 75 Uruk Ravager U 2100 
O 0.25 32 Fireworks ¢ 1.000 ; Wisdoms Cc 1.000 - 3.00 27 Vilya R 8.000 
2 oe c ae . ee : pate C1 0.25 63 One of You Must Do This ¢ 1.0001 O 0.25 28 Voice of Nimrodel C 1000 
O 1.00 107 Frodo’s Pipe U 2400 O 0.25 94 Orc Butcher ¢ 1000 OU 0.90 47 Voice of Rauros 3 U 2100 
O 025 108 Frying Pan C 1000 O 4.00 64 Orc Commander R 8000 © 0.90 120 Wastes of Emyn Mui U 2100 
Cl 5.00 17 Galadriel, Lady of the O 0.25 95 Orc Guard ¢ 1000 © 025 48 We Must Go Warily C 1.000 
Golden Wood R 9000 O 4.00 65 Orc Overseer R 8000 © 3.00 105 Why Shouldn't! Keep It? R 6.000) 
[) 1.00 18 Galdor, Councilor From O 0.90 96 Orc Pillager U 2100 
the West U 2400 C1) 0.90 97 Orc Slayer U 2100 


C=Common Uz=Uncommon R=Rare X= Fixed 





-geeves, Get checklists for 130 more CCGs just like this in the ~.. pgs ™ae™se™arSaca. . The lists in the book are also divided into nines for easier stor- 
#903 Scrye CCG Checklist & Price Guide, Second Edition! RO BSCRYE OS age — and also have prices and set reviews! Check it out! 


The Lord of the Rings 


The Two Towers 

Decipher * Released November 6, 2002 

365 cards plus 365 foil versions ¢ IDENTIFIER: First digit in card code is ‘4’ 
Starter decks contain 63 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs 





Standard versions of the major character cards Aragorn, Wingfoot 
THE TWO TOWERS” and Théoden, Lord of the Mark appear in the starter decks; their foil 
versions randomly appear in boosters. 





Set (365 cards) 200.00 Pee pare RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FowPrice 
Foil Set (365 cards) 515.00 41 O 0.80 217 Desert Lancers U 2700 UO 0.80 233 Fearless U 2.700 
Starter Display Box 98.00 nine-pocket = 3:25 218 Desert Legion R 7.000) OU 1.00 66 Feathered U 2700 
splay Tee mune pocket, © 4.00 219 Desert Lord R 8000 © 0.25 67 Fereveldir, Son of 
Booster Display Box 88.00 9° ©" [0.80 220 Desert Soldier U 2700 Thandronen Cc 1.000 
Starter Deck 11.00  (22doubiedup) (©) 0.25 221 Desert Spearman C 1.000 UO 0.25 68 Ferevellon, Son of 
O 0.25 222 Desert Warrior ¢ 1.000 Thandronen ¢ 1.000 
Booster Pack 3.30 | O 0.25 151 Ferocity C 1.000 
LI 3.00 223 Discovered _ R 7.000 & 0.25 273 Fight forthe Villagers  C 1.000 
' O 3.00 149 Driven Back R 7.000 UO 3.00 _ 69 Final Count R 7.000 
[) 1.00 136 Advance Uruk Patrol U 2700) 0.80 9 Dunlending Arsonist uU 2700 OU) 3.00 274 Firefoot R 7.000 
C) 3.50 262 Aldor, Soldier ofEdoras R 7.500) ([) 0.25 10 Dunlending Brigand ¢ 1000 OU 1.00 234 Flanking Attack U 270 6) 
O 3.00 58 Alliance Reforged R 7.000) (© 0.80 11 Dunlending Looter U 27007 O 0.25 70 Flashing Steel C 4006 
[1 1.00 282 An Honorable Charge U 2700) © 0.25 12 Dunlending Madman ¢ 1.000 UC) 3.00 120 Forbidden Pool R 7.000 
CL) 0.25 3 Anger C 1.000) ( 1.00 13 Dunlending Pillager U 2700 OU 3.00 121 Forests of Ithilien R 7.000 
C) 0.25 109 Aragorn, Heir of Elendil C 1.00L) [ 0.25 14 Dunlending Ransacker ¢ 1000 CO) 0.80 275 Forth Eorlingas! U 2.700 
C) 4.00 364 Aragorn, Wingfoot X 17500) 3 [) 1.00 276 Fortress Never Fallen U 2.700 
O 0.80 59 Arrow and Blade u 2700 U 0.25 15 Dunlending Ravager C 1.0001 [ 0.80 360 Fortress of Orthanc U 2700 
[1 1.00 216 Arrow From the South u 2700 U 0.25 16 Dunlending Robber C 1.000 + 
2 O 0.25 17 Dunlending Savage ¢ 1.000 CO) 5.50 301 Frodo, Courteous Halfling R 11.750) 
C) 1.00 110 Arrows Thickinthe Air U 2700) ( 0.25 18 Dunlending Warrior ¢ 10001 OU 0.25 302 Frodo, Tired Traveller C 1.000 
1 0.25 137 Attack on Helm’s Deep C 1.000) (© 3.00 45 Dwarven Foresight R 7000 OU 3.25 303 Frodo’s Cloak R 7.000 
1 3.50 41 Axe of Erebor R 7500) [© 0.80 323 East Wall of Rohan U 2700 CO 1.00 47 From the Armory U 2.700 
O 1.00 138 Band of Uruk Bowmen U 270L) ( 0.80 324 Eastemnet Downs U 2700 CO) 8.00 89 Gandalf, Greyhame R 15.000) 
O 0.25 4 Band of Wild Men C 1.0004) [ 0.80 325 Eastemnet Gullies U 2700 0 0.25 90 Gandalf, The White Wizard C 1.000) 
(0 3.00 139 Banished R 7000 025 2924 Easterling Axeman ¢ 1000 O 5.00 91 Gandalf’s Staff, Walking Stick R 9.00) 
C) 0.80 337 Barrows of Edoras U 2700: * ; O 0.25 235 Gathering tothe Summons C 1.00 L) 
O 1.00 88 Behold the White Rider U 2700) UW 4.00 226 Easterling Captain R 8.00L) 080 152 Get Back U 2700 
3 O 0.25 227 Easterling Infantry ¢ 1000 O 3.25 304 Get On and Get Away R 7.000) 
[) 3.00 140 Beyond All Hope R 7.000) (© 0.25 228 Easterling Lieutenant ¢ 1000 0 5.00 48 Gimli, Lockbearer R 9500 
O 0.25 141 Beyond Dark Mountains C 1.000) ( 3.25 299 Easterling Skirmisher R 7500 0 0.25 49 Gimli, UnbiddenGuest C 1.000 
1 1.00 60 Blades Drawn U 2700) © 1.00 230 Easterling Trooper UY 2700 UU 0.80 338 Golden Hall 2706) 
1 3.50 111 Boromir, My Brother R 7500) (© 3.00 231 Eastern Emyn Muil R 7.000) CI) 0.25 122 Gondorian Ranger ¢ 1.000) 
1) 0.25 112 Boromir’s Gauntlets C 1000 080 331 Eastfold U 27007 UO) 1.00 305 Good Work U 2.700 
CL) 0.25 298 Brace of Coneys C 1000 ( 080 232 Elite Archer U 2700 CU 0.80 353 Great Hall U 2.700 
C) 0.80 263 Brego U 2700: » : (1) 0.25 153 Grima, Son of Galméd ¢ 1.000 
O 0.25 142 Broad-bladed Sword c 1.000 U 3.25 150 Elite Crossbowmen R 7.000) 500 154 Grima, Wormtongue R 9500 
O 0.80 143 Brought Back Alive u 2700 OU 0.25 265 Elite Rider ¢ 1000 x 
4 C 1.00 62 Elven Bow U 2700 OU 3.00 92 Grown Suddenly Tall R 7.000 
O 0.25 5 Burn Every Village C 100L) ( 1.00 63 Elven Brooch UY 2700 O 0.25 277 Guma, Plains Farmer C “00 6] 
1 3.00 144 Burning of Westfold R 7.000) ( 0.25 64 Elven Sword ¢ 1000 UO 0.25 71 Haldir, Emissary of the 
C) 0.80 355 Cavern Entrance U 27001 ( 0.25 266 Eomer, Sister-son of Galadhrim ¢ 1.000 
C1) 0.80 352 Caves of Aglarond U 2700 Théoden ¢ 1000 OU 1.00 123 Hard Choice U 2.700 
11 0.80 264 Ceorl, Weary Horseman U 2.700) [ 400 267 Eomer, Third Marshal of C) 1.00 155 Haunting Her Steps U 2.700 
1) 3.00 299 Cliffs of Emyn Muil R 7.000 Riddermark R 8000 UCU 0.25 93 Have Patience C 1.000 
O 0.25 145 Cloud of Arrows C 1.000) ( 14.00 268 Eomer's Spear U 2700 OU 3.00 94 Hearken to Me R 7.000 
z ae He ae pen. R fal O 4.00 269 Eothain, Scout of the Mark R 8.0001] OU 0.25 278 Heavy Chain C 1.000 
11 , | | 
! 00 43 Come Here Lad U 2.70 1 0.25 270 Eowyn, Lady of Rohan ¢ 1000 L 3.25 279 Helm! Helm! R 7.000 
1 3.00 61 Company of Archers R 7.000 © 600 271 Eowyn, Sister-daughter of 1 0.80 349 Helm’s Gate U 2700 
O 3.00 6 Constantly Threatening R 7.000) Théoden R 11.000 OO 3.25 124 HelpinDoubtandNeed R 7.000 
C) 0.25 44 Courtesy of My Hall C 1000 4.00 272 Eowyn’s Sword R g000 CU 3.00 125 Henneth Annin R 7.000 
C) 0.80 147 Covering Fire U 2700) ( 0.80 343 Ered Nimrais UY 2700 CO) 0.25 50 Here ls Good Rock ¢ 1.000 
O 0.25 113 Curse Them C 1.000) ( 4.00 65 Erethon, Naith Lieutenant R 8.000 OO 1.00 280 Herugrim U 2.700 
C) 0.80 114 Damrod, Ranger of Ithilien U 2.700) ([ 3,00 300 Escape R 7.000 C) 5.00 19 Hides R 9.000 
1) 0.25 7 Dark Fury C 1000 Q 300 46 Ever My Heart Rises R 7000 OU 4.25 20 Hill Chief R 8.000 
C) 1.00 8 Deathtothe Strawheads U 2.70L) [ 0.80 332 Fangorn Forest U 2700 OO 0.25 21 Hillman Band ¢ 1.000 
0 0.80 347 Deep of Helm U 2700 0 6.00 116 Faramir, Captain of Gondor R 12.000 a 4.25 22 Hillman Horde R 8000 
1 
CL) 0.80 348 Deeping Wall U 2700) ( 0.25 117 Faramir,SonofDenethor C 1.000 O 4.00 23 Hillman Mob R 8.000 
C) 0.25 115 Defend It and Hope C 1000) ( 475 118 Faramir’s Bow R 8000 O 0.80 24 Hillman Rabble U 2700 
CL) 0.80 330 Derndingle U 2700) ( 400 119 Faramir’s Cloak R §000 OU 0.25 25 Hillman Tribe C 1.000 


C = Common Uz=Uncommon R= Rare Fixed 
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RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FowPrice 


CL) 0.25 281 Hlafwine, Village FarmhandC 1.00CL) ©) 0.25 131 Ranger's Bow C 1000) 0.25 104 Treebeard, Oldest Living 
C) 0.25 306 Hobbit Sword C 1.00L) O) 1.00 132 Ranger's Sword, Blade of Thing C 1.000 
2 0.80 354 Hornburg Armory U eae é Aragorn U te 0 4.75 176 Ugluk, Servant of SarumanR 8.000 
0.80 356 Hornburg Causeway Ue -Z20 1.00 170 Ranks WithoutNumber U- 2.70 a 
CO 0.80 350 Hornburg Courtyard =U 27001 O 4.00 243 Rapid Fire Pree > ob Seana oes eg 
C1 0.80 351 Homburg Parapet U. 2.700) : 3.00), 32 Ravage the Defeated. -.R..7.00Lh: = 12> 1 intel the Ling eatih ee 
CL) 0.25 283 Horse of Rohan C 1000): a (1) 3.00 179 Uruk Assault Band R 7.000 
CL) 0.80 326 Horse-country U 2.70L) OJ 3.00 54 Rest by Blind Night R 7.00CL) (©) 0.25 180 Uruk Besieger ¢ 1.000 
CL) 1.00 236 Howl of Harad U 2.700) UO 3.00 171 Rest While You Can R 7.000) ©) 0.80 335 Uruk Camp U 2.700) 
CL) 3.00 307 Impatient and Angry R 7000) O 3.25 55 Restless Axe R 7.000) ©) 0.25 181 Uruk Chaser ¢ 1.000 
[C11 3.00 95 Into Dark Tunnels R 7.000) O) 0.25 286 Rider of Rohan C 1.000) O 0.80 182 Uruk Crossbow Troop U 2.700 
= 0.25 26 Iron Axe C fe 2 0.25 287 Rider's Mount C te s 0.25 183 Uruk Crossbowman 64,0013 
1.00 126 Ithilien Trap U 2.70 0.25 288 Rider's Spear C 1.00 
Cl 3.00 237 Ithilien Wilderness R 7.000 O 0.80 358 Ring of Isengard u 2700 z nae ve a a : ae 
C1 1.00 96 Keep Your Forked Tongue U 27001 O 3.00 172 Rohan Is Mine PRU pe Ga ue ae 
- RS. C 0.80 334 Rohirrim Village yee ewe ea 
L) 0.25 51 Khazad Ai-ménu C 1000 zw C) 0.25 187 Uruk Foot Soldier ¢ 1.000 
1) 0.25 156 Kill Them Now C 1.000) O 1.00 99 Roll of Thunder U 2700) OO 0.80 188 Uruk Hunter U 2.700 
LC] 3.00 72 Killing Field R 7.000) ) 3.00 133 Ruins of Osgiliath R 7.000) © 0.25 189 Uruk Plains Runner C 1.000 
CL) 3.00 284 King’s Mail R 7.00L) ©) 5.00 315 Sam, Frodo’sGardener R 9500) C1 0.25 190 Uruk Pursuer ¢ 1.000 
CL) 0.80 357 King’s Room U 2700) O 0.25 316 Sam, Samwise the Brave C 1.000) CJ 0.25 191 Uruk Rear Guard C 1.000 
= 0.25 308 Knocked on the Head C ae + 3.25 317 Sam’s Pack R Bode a 0.25 192 Uruk Regular C 1.000 
3.25 157 Leechcraft R 7.00 7.50 173 Saruman, Black Traitor R 13.50 
O 7.00 73 Legolas, Dauntless Hunter R 12.750 © 7.00 33 Saruman, Rabble-rouser R 13.000 = a fe a. : gene 
O 0.25 74 Legolas, ElvenComrade C 1.000 (© 5.00 174 Saruman’s Staff, Wizard’s Fete vias fen eee “8 ° nee 
CH ‘400. 78 Lembas R 8000 sh tas R 9000 & os 496 Uruk See C 1.000 
Fl 0.80 285 Léod, Westfold Herdsman U 2700] ; G 025 56 Search Farand Wide. © G 1.0001: 995 497 Uruk Stalker C 1000 
CL) 3.50 158 Lieutenant of Orthanc R 7500) ©) 1.00 34 Secret Folk U 2700) OO 0.25 198 Uruk Stormer C 1.000 
C) 1.00 309 Light Shining Faintly U 2.700) OO 1.00 318 Seven We Had U 2.700) CO) 3.50 199 Uruk Trooper R 7.000 
CL) 0.80 27 Living Off Rock U 2700) 0) 0.25 319 Severed His Bonds C 1.000) (©) 4.00 200 Uruk Vanguard R 8000) 
a 0.25 97 Long! Fell C eae : 4.00 100 Shadowfax R aig 0 1.00 201 Uruk Veteran U 2.700 
0.25 76 L6rien Guardian C 1.00 3.25 289 Simbelmyné R 7.00 
O 1.00 77 Lorien ls Most Welcome U 2.700) 0 3.00 245 Southron Archer R 7.000 2 an ee pane a : ie 
0.25 78 Lérien Swordsman C 1.000) ©) 3.25 246 Southron Assassin R 7.000 A 025 204 i Slag hbo 
2 : 1 3.50 247 Southron Bow R 7500 ruk-hai Marauder C 1.000 
C) 0.80 127 Mablung, Soldier of GondorU 2.700) CO) 025 248 Southron Bowman C 1000 (1) 1.00 205 Uruk-hai Mob U 2700 
CL) 0.80 159 Many Riddles U 2700 = w ; : (1) 0.25 206 Uruk-hai Patrol ¢ 1.000 
C) 4.50 160 Mauhir, Patrol Leader R 8500) UO 0.80 249 Southron Commander U 2.700) O) 0.25 207 Uruk-hai Raiding Party C 1.000 
C) 3.00 238 Men of Harad R 7.00L) ©) 0.80 250 Southron Explorer U 2700) 0 3.00 293 Valleys of the Mark R 7.000 
[) 0.25 239 Men of Rhian C 1.000) CJ 3.00 251 Southron Fighter R 7000 OO 0.25 87 Valor C 1.000 
2 0.80 161 Men Will Fall U ae = 0.25 252 Southron Scout C Oe s 0.80 208 Vengeance U 2700 
0.25 310 Merry, Learned Guide C 1.00 0.80 253 Southron Sentry U 2.70 és, 
C 5.00 311 Merry, Unquenchable HobbitR 9.000] © 0.25 254 Southron Soldier Cc 1.000 : io oe ne ee Afar : boa 
C 0.80 312 Mind Your Own Affairs U 2700) © 0.25 255 Southron Spear C 1000 5 209 Volley Fire 7.00 
23 4 , : Oo 3.00 256 Southron Troop R 7.000 3.00 35 Wake of Destruction R 7.000 
CL) 3.00 52 My Axe Is Notched R 7.000 3 1) 0.80 36 War Club U 2700 
[J 0.25 128 New Errand C 1.000) O 0.25 258 Southron Wanderer C 1.000) © 0.25 37 WarCry of Dunland ¢ 1.000 
[) 3.00 240 New Fear R 7.000 O 0.80 339 Stables U 2.700) ©) 0.25 322 Warmed Up a Bit C 1.000 
() 3.00 162 New Power Rising R 7.000) ©) 0.25 175 Still They Came C 1.000) CJ 0.25 210 WeAre the Fighting Uruk-haiC 1.000 
CL) 3.00 79 Night Without End R 7.000) ©) 1.00 320 Store-room U 2.700) UO) 3.25 294 Weapon Store R 7.000 
CL) 3.00 163 No Dawn for Men R 7.000) ©) 1.00 57 Stout and Strong U 2700 7 350 211 W f | ~ q 
1 1.00 28 No Defense U 2700 O 0.80 340 Streets of Edoras ) C2900 | Fishpe ayn weneues sengard : ee 
O 3.25 29 No Refuge R 7.000 O 1.00 82 Strength of Arms U 2700 7 9 Ne 00 
O 0.80 101 Stump and Bramble U 2700 0.80 295 Weland, Smith of the 
O 0.25 241 On the March Coes PP 1 3.25 106 Well Met Indeed R 7.000 
CL) 0.80 80 Ordulus, Young Warrior U 2.700) C1 0.25 83 Supporting Fire C 1.00L) O) 0.80 296 Well Stored U 2700 
CL) 0.80 361 Orthanc Balcony U 2.700) OC) 0.25 321 Swiftly and Softly C 1.00C) (O) 0.80 344 Westemnet Hills U 2.700 
CL) 4.25 164 Orthanc Champion R 800CL) CI 0.25 134 Sword of Gondor C¢ 1.000) L 0.80 342 Westemnet Plains U 2.700 
CL] 0.80 362 Orthanc Library U 2.700) CO) 0.25 291 Sword of Rohan C 1.00C) CO) 0.80 329 Western Emyn Muil U 2.700 
= 0.25 165 Orthanc Warrior C eae 2 3.00 84 Sword-wall R Cae C 3.25 213 What Did You Discover? R 7.000) 
0.80 31 Over the Isen U 2.70 0.25 102 Task Was Not Done C 1.00 ; 
C 0.80 363 Palantir Chamber U 2700 O 0.25 85 Thandronen, Veteran = 3.00 214 Where Has Grima Stowed It? R 7.00) 
25 ; Protector c 1000 0.25 260 Whirling Strike C 1000 
CL) 0.25 129 Pathfinder C 1.000 O 7.00 1 The One Ring, Answer to CL) 0.80 345 White Mountains U 2.700 
CL) 0.80 81 Pengedhel, NaithWarrior U 2.700 All Riddles R 11.750 CL) 0.80 346 White Rocks U 2.700 
CL) 3.00 167 Pillage of Rohan R 7.000 O 0.25 2 The One Ring, The Ruling [) 1.00 38 Wild Man of Dunland U 2.700 
CL) 4.00 313 Pippin, JustaNuisance R 8.000 Ring c 100 C1) 3.00 39 Wild Man Raid R 7.000 
CL) 0.25 314 Pippin, Woolly-footed RascalC 1.000) x CL) 3.00 107 Windows inaStoneWall R 7.000) 
[1] 0.80 327 Plains of Rohan U 2700) ©) 3.25 166 The Palantir of Orthanc, C) 0.80 359 Wizard’s Vale U 2.700 
2 0.80 333 Plains of Rohan Camp U mine . Seventh Seeing-stone R fade C] 1.00 108 Wizardry Indeed U 2700 
1.00 53 Quick As May Be U i248 0.80 328 The Riddermark U 2.70 
CF 3.00 168 Race Across the Mark  R 7.000] (1 3.00 365 Théoden, Lord of the Mark X 15.000) : aos ie vine Ht Rohan : ae 
e O 0.25 292 Théoden, Son of Thengel C 1.000 25 297 Work for the Sword 00 
CL) 1.00 242 Raiders From the East U 2.700 , (J 4.00 215 Wounded R 8.000 
C1) 0.80 86 Thdénnas, NaithCaptain U 2.700 
CL) 3.00 169 Ranged Commander R 7.000) CL) 3.00 261 Wrath of Harad R 7.000 
sae C) 0.80 341 Throne Room U 2.700 Me 4 
C) 0.25 130 Ranger of Ithilien C 1.000 [] 400 103 Treebeard. Earthborn R 8000 CL) 4.00 40 Wulf, Dunlending Chieftain R 8.000 


C= Common Uz=Uncommon R= Rare 
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3 92} Scrye CCG Checklist & Price Guide, Second Edition! SOLD SCRYE OS age — and also have prices and set reviews! Check it out! 


The Lord of the Rings « 


Battle of Helm’s Deep 

Decipher ¢ Released March 12, 2003 

128 cards (122 plus 6 alternateimage cards) plus 128 foil versions 

¢ IDENTIFIER: First digit in card code is ‘5’ 

e Starter decks contain 60 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs 





Standard versions of the major character cards Legolas, Archer of 
Mirkwood and Eowyn, Daughter of Eomund appear in the starter decks; 
their foil versions randomly appear in boosters. 





RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FoiPrice 
Eee a omer WOMREDE: Fy conc vce cantapmeyonecsinain Soreid: LILI Oe ements 25 8 
: : irrim He : 
ce tieeias cs _ pages Pha ie CL) 0.25 97 Gate Soldier C 1000) O) 0.25 90 Rohirrim Scout ¢ 1.000) 
: “an pagestostore ©) 0.25 98 Gate Trooper C 1000) O 0.25 91 Rohirrim Shield ¢ 1.000 
Booster Display Box 90.00 “this set. == 0.25 99 Gate Veteran C 1.000 © 1.00 115 Sam, Nice Sensible Hobbit U 2.350 
Starter Deck 10.00 Sswe) —§O 5.25 7 Gimli, Skilled Defender R 10.000 “ 
Booster Pack 3.30 C1 0.25 24 Gollum, Nasty Treacherous et See or ea 
Wear er hc. 00 1.57 on Ladder ; ers 
. 6 . . 
praree ; * See MAY ROLPIME: <7 GRITS 2.95. GollumiStakie R 10.000 O 4.00 58 Sharku, Warg-captan R 6250 
(1) 3.25 31 Alcarin, Warrior ofLamedonR 6.00C0) CJ 0.25 35 Gondorian Knight C 1.000) © 4.00 59 Sharku’s Warg R 6250) 
CL} 1.00 79 Armory U 2350) OU 5.00 51 Grima, Chief Counselor R 7.00L) OO 1.00 60 Siege Engine U. 2:35 Gl 
(1) 3.00 70 Army of Haradrim R 6000) CJ 4.00 100 Grishnakh, Orc Captain R 7.250) OJ 1.00 92 Sigewulf, Brave Volunteer U 2.5000 
C} 2.50 126 Army of Haradrim (alt.) xX 4100) OO 1.00 8 HornofHelm U 2150) OC) 0.25 28 Sméagol, Old Noser C 1.000 
CL) 1.00 80 Arrow-slits U 2500): O) 1.00 118 Hornburg Wall U 2.500) CJ 5.50 29 Sméagol, Slinker R 10.000) 
CL) 1.00 10 Balglin, Elven Warrior U 2500) CO 0.25 83 Household Guard C 1.000) © 0.25 74 Southron Marcher ¢ 1.000 
CL} 3.00 5 Baruk Khazad R 6000 CI 3.00 84 |AmHere R 6000 
C 225 123 BarukKhazéd (ait)  X 4100) O 1.00 101 l'dMake YouSqueak  u 235— U 026 7S Southron Runner oe 
O 1.00 44 Battering Ram U 2350” EJ 0.25 .76 Southron Traveler ¢ 1.000 
2 CL} 0.25 52 Isengard Flanker C 1000 O 4.00 116 Sting, Baggins Heirloom R 8.000 
CL) 3.00 21 Be Back Soon R 6000 CO) 0.25 583 Isengard Rider C 0800) OO 3.00 39 Stone Tower R 6.000) 
CL) 1.00 45 Berserk Rager U 2500) CL) 1.00 54 Isengard Scimitar U 2500) O 1.00 77 Strength in Numbers UY -2.350 
C] 4.00 46 Berserk Savage R 6750) O 1.00 55 Isengard Scout Troop U 2350) OC) 0.25 40 Take Cover C¢ 1.000 
[) 3.65 47 Berserk Slayer R 7000 CJ 0.25 36 Knight of Gondor C 1.000C) (J 1.00 13 Taurnil, Sharp-eyed BowmanU 2.350) 
[1] 1.00 15 Birchseed, Tall Statesman U 2.500) OU 3.00 3 Leaping Blaze R 6000) CJ 1.00 110 Teeth of Mordor U 2150 
[] 1.00 48 Black Shapes Crawling U 2500) O 4.50 121 Legolas, Archer of Mirkwood xX 14.000) (CJ 0.25 14 Thats No Orc Horn C 1.000) 
C) 3.00 11 Break the Charge R 6000 O 1.00 12 Legolas’ Sword U a2s00}: = 
O 2.25 124 Breakthe Charge (ait.) X 4100 O 0.25 85 Let Us Be Swit c 100 U 025 93 ee) King of the unat nd 
8 : 
TEN ACH Cagis OE ramen Sy) ROE 7 iy Seiden eR EME Sneha 7 2511 21 800-41 Thean Ard Mu Rengla Rh 808 
CL] 0.25 32 Citadel of the Stars C 0800 O 1.00 26 Look at Him U 2.1450) (©) 3.00 94 Thundering Host R 6.000) 
CL) 0.25 33 City Wall ¢ 1.000 0 0.25 37 Men of Nimenor C 1.000) CJ 2.25 128 Thundering Host (alt.) X 4100 
C} 3.00 71 Company of Haradrim R 6.25() CO) 3.00 102 Morannon R 6000) ©) 1.00 42 Turgon, Man of Belfalas U 2500) 
CL) 3.00 95 Dead Marshes R 6000 ©) 1.00 9 More to My Liking U 2350) ©) 1.00 20 Turn ofthe Tide U 2500 
CL) 0.25 6 Defending the Keep ¢ 0800 O 0.25 73 Miamak C 1000) ) 0.25 61 Uruk Engineer ¢ 1.000) 
C) 3.00 72 Desert Stalker R 6000 O 1.00 119 Nan Curunir U 2500) ©) 0.25 62 Uruk Sapper C 1.000 
CL} 3.00 49 Devilry of Orthanc R 6000 O) 3.10 112 No Help for It R 6250) ©) 1.00 63 Uruk-hai Berserker U 2500 
C) 3.00 16 Down From the Hills R 6000 CO) 3.00 86 No Rest for the Weary R »6000: * } 
O 1.00 1 DunlendingRampage U 2350 ° O 3.35 78 War Mimak R 6.500 
4 (1) 3.00 113 No Use That Way R 6000) ©) 0.25 43 War Must Be C 1.000 
CL} 1.00 2 Dunlending Renegade U 25007 O) 3.00 103 Orc Captain R 6000) ©) 0.25 65 Warg C 1.000 
C1) 0.25 81 Ecglaf, Courageous FarmerC 0.80010 CU 1.00 104 Orc Cutthroat U 2500) ©) 0.25 66 Warg-master C 0800 
1 3.00 122 Eowyn, Daughter of EomundX 5.000 O 1.00 105 Orc Fighter U 2150 O 0.25 67 Warg-rider ¢ 1.000 
CL) 1.00 22 Evil-smelling Fens U 2350) UO 0.25 106 Orc Infantry C 0800) O) 1.00 64 War-warg U 9235 6) 
CL) 3.00 96 Eye of Barad-Dir R 6000) O) 1.00 107 Orc Patrol U 2350) (©) 0.25 30 We Must Have It ¢ 1.000 
[) 1.00 34 Fall Back U 2350) CO) 0.25 108 Orc Pursuer C 1.000) O 3.00 4 Wild Men of the Hills R 6.000) 
CL) 1.00 23 Follow Sméagol U 2500) ©) 0.25 109 Orc Runner ¢ 1000) ©) 0.25 68 Wolf-voices ¢ 1.000 
O 0.25 17 Forest Guardian ¢ 1.000 O 1.00 87 Parapet J) 935: ® 
CO 3.00 50 Foul Horde R 625 C}] 3.00 69 Wolves of Isengard R 6.000 
5 CL) 0.25 27 Poor Wretch C 1.00C) (©) 0.25 117 You Must Help Us ¢ 1.000 
O 2.50 125 Foul Horde (alt.) X 5000 O 1.00 38 Rally Point U 2500 
CL) 1.00 111 Frodo, Master of the [} 1.00 114 Rare Good Ballast U 2450 
Precious U 2500 OU 0.25 88 Rohirrim Bow ¢ 1.000 


C=Common U=Uncommon R=Rare X = Fixed 
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The Lord of the Rings 


Ents of Fangorn 

Decipher © Released July 2, 2003 

128 cards (122 plus 6 alternate-image cards) plus 128 foil versions 

¢ IDENTIFIER: First digit in card code is ‘6’ 

e Starter decks contain 60 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs 





Standard versions of the major character cards Faramir, Ithilien 
Ranger and The Witch-King, Deathless Lord appear in the starter decks; 
their foil versions randomly appear in boosters. 





RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FowPRrice 
Set (128 cards) 175.00 O 1.00 83 Fell Beast U 3.000 O 0.20 33 Quickbeam, Bregalad Cc 1.000 
, Youwillneed ==) 300 62 FiresandFoulFumes R 5.750) O 3.00 7 Ready to fall R 5.750 
Foil Set (128 cards) 375.00 
Starter Display Box 97:00 “ances 1) 1.00 16 Forearmed U 3000 OO 3.75 55 Ring of Barahir | R 7.500) 
rhe tr ctore 2 0.20 17 Forewarned C 1.000 © 1.00 115 Rocks of Emyn Muil U 3.000 
Booster Display Box 92.00 r irah eh O 5.50 18 Galadriel, Keeper ofNenya R 9.5001 © 0.20 72 Rohirrim Traitor Cc 1.000 
Starter Deck 10.50 © @doubiedup) = [ 7,00 30 Gandalf, Mithrandir R 12500 O 0.20 34 Roused c 1000 
e ene 11 
Booster Pack 3.30 0.20 52 Garrison of Osgiliath ¢ 1000 a hap cae Genie n SEE 
3.00 101 Gate Picket R 5750 q 
ReoPrce  # Card name Rarity FouPrice  ° 1.00 120 Saruman’s Laboratory U 3.000 
' O 0.20 102 Gate Sentry c 1000 O 1.00 73 Scaffolding U 3.000 
CL) 3.50 57 Agents of Orthanc R 7.000) © 4.00 103 Gate Troll R 8000 O 3.50 74 Sharku, VileMarauder R 6750 
CL) 0.20 12 Agility C 1000 O 1.00 19 Gift of Foresight U 3000 O 4.25 35 Skinbark, Fladrif R 8000 
CL) 0.20 48 Anborn, Skilled Huntsman C 1.000) () 4.65 31 Glamdring, Lightning BrandR 85001 CO) 0.20 45 Sméagol, Poor Creature C 1.000 
C) 3.25 49 Ancient Roads R 6000) © 1.00 63 Gnawing, Biting, Hacking, O 3.75 80 SouthronArcherLegion R 7.000 
CO) 7.00 50 Aragorn, Defender of Free Burning U 3.000) OU 0.20 81 Southron Invaders Cc 1.000 
Peoples R 13000 © 0.20 40 Gollum, Old Villain C 1.000 0 1.00 84 Spied From Above U 3000 
CL) 1.00 13 Arwen, Evenstar of Her O 3.75 94 Hama, Doorward of ThéodenR 7.500 1 020 10 Suspended Palaces © 1000 
People U 3000) O 3.00 109 Held R 5.750 
O 41.00 58 Assault Ladder U 3000 © 300 6 HillClan R 5750 [1] 4.65 85 Sword of Dol Guldur R 8.000 
O 4.00 14 Banner of Elbereth U 300 7 Ci 6.00 76 The Balrog, Terror of 
O 0.20 59 Banner of lsengard c 1000 C) 1.00 118 Hornburg Hall U 3.000 Flame and Shadow R 11.000) 
2 CL) 1.00 32 Host of Fangorn U 3000 OU 2.90 122 The Witch-king, Deathless 
CL) 0.20 98 Banner of the Eye C 1.000 © 0.20 95 Hrethel,RiderofRohan C 1.000 Lord X 7.000 
C) 1.00 90 Banner of the Mark U 3.000) O 1.00 64 Iron Fist of the Orc U 3000 O 3.00 46 They Stole It R 5750 
C) 1.00 51 Banner ofWesternesse U 3.00L) © 0.20 65 Isengard Artisan ¢ 1000 O 1.00 36 ThrewDownMyEnemy U 3.000 
C) 3.00 60 Berserk Butcher R 6500) © 1.00 66 Isengard Builder U 3000 O 1.00 8 TooLong Have These 
C) 1.00 91 Blood Has Been Spilled U 3.000) ( 0.20 67 Isengard Journeyman C 1.000 Peasants Stood U 3.000 
C) 1.00 24 Boomed and Trumpeted U 3.000) ( 3.00 68 Isengard Mechanics R 5750 O 3.25 11 Toss Me R 5750 
L) 0.20 1 Bound By Rage C 1.000) © 0.20 69 Isengard Plodder c 1000 O 3.00 82 Trample R 6000 
CL) 0.20 99 Corpse Lights € ‘100T7 :* ye 
O 1.00 25 Crack Into Rubble U 3000 CL) 1.00 70 Isengard Tender U 3000) CO) 0.20 37 Treebeard, Guardian of the 
3 O 0.20 71 Isengard Tinker C 1.000 Forest ¢ 1.000 
O 0.20 100 Dead Ones C 1000 © 1.00 110 It Burns Us U 3.000 O 3.75 106 Troll of Udin R 6500 
CL) 1.00 61 Desertion U 3000 OF 0.20 111 Kept Safe ¢ 1.000 O 1.00 107 Troll’s Chain U 3.000 
CL) 0.20 38 Don'tFollowthe Lights C 1.000) 1.00 9 Lend Us Your Aid U 3000 O 0.20 56 Trust ¢ 1.000 
LC) 3.00 39 Don’t Look at Them R 5750) © 0.20 112 Long Slow Wrath ¢ 1.000 O 1.00 75 Twisted Tales U 3.000 
LJ 0.20 2 Dunlending Elder C 1000 © 3.00 41 Master Broke His Promise R 5.7501 O 1.00 86 Ulairé Lemenya, Winged 
CL) 0.20 3 Dunlending Footmen C 1000 © 1.00 117 Meduseld U 3.000 Hunter U 3000 
C) 0.20 4 Dunlending Headman C 1.000 © 445 113 Merry, Impatient Hobbit R 8000 O 1.00 87 Ulairé Nertéa, Winged 
[) 0.20 5 Dunlending Reserve elma fe 2 am A Hunter U 3000 
O 3.00 77 Durin’s Tower R 5750) U 0.20 53 Mortal Men C 1.000 — 400 88 Ulairé Toldéa, Winged 
: [) 1.00 20 Must Bea Dream U 3.000 Sentry R 8000 
CL) 3.25 78 Easterling Army R 6500 © 0.20 21 Naith Longbow C 1.000) Fy 40 119 Valley of Saruman U 3000 
CL) 1.00 79 Easterling Polearm U 3000) O 1.00 22 Naith Troop Tic) S eee 
CL) 5.00 15 Elrond, Keeper ofVilya R 9500) ( 3.00 23 Naith Warband R 7000 © 0.20 97 We Left None Alive ¢ 1.000 
C) 3.00 26 Enraged R 57501 © 0.20 42 Nasty, Foul Hobbitses C 1000 O 1.00 116 Westfold U 3000 
C) 0.20 27 EntAvenger C 1.00L. (© 3.00 96 News From the Mark R 5750 O 3.00 89 Winged and Ominous R 5.750 
CL) 4.00 28 Ent Horde R 7500) © 0.20 43 Not Listening C 1.000 O 0.20 108 Wisp of Pale Sheen c¢ 1.000 
CL) 0.20 29 Ent Moot C 1.000) O 1.00 104 Orc Insurgent U 3000 O 0.20 47 You’reaLiarandaThief C 1.000 
O 4.75 92 Eomer, Rohirrim Captain R 9.000 ° 
O 1.00 93 Everthe Hope ofMen uU 3.000) UU 1.00 105 Peril U 3.000 
5 1 1.00 54 Perilous Ventures U 3.000 
C) 2.40 121 Faramir, Ithilien Ranger X 6500) ([) 4.00 114 Pippin, Hastiest of All R g000 


C= Common U=Uncommon R=Rare X = Fixed 
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The Lord of the Ringse “4i" 


® nine-pocket 
Return of the King lan ple 
Decipher * Released November 5, 2003 (22 doubled up 


365 cards plus 365 foil versions ¢ IDENTIFIER: First digit in card code is ‘7’ 

¢ Starter decks contain 63 cards; starter displays contain 12 decks 

@ Booster packs contain 11 cards; booster displays contain 36 packs 
Standard versions of the major character cards Aragorn, Driven by 


Need and Eomer, Valiant Warchief appear in the starter decks; their foil 
versions randomly appear in boosters. 





Rec. # Card name Rarity Fou Rec. # Card name Rarity Fou Rec. # Card name Rarity Foi 
1 7 13 

CL) 262 Above the Battlement CL) 140 Easterling Assailant C O UO 273 Gorgoroth Garrison C 

L) 31 All Save One CJ 141 Easterling Attacker C O UO 274 Gorgoroth Officer 


LC] 15 Ancient Blade 

CL) 341 Anduin Banks 

L) 79 Anduril, Flame of the West 
LJ) 80 Anduril, King’s Blade 

CL) 263 Anguish 

(] 81 Aragorn, Captain of Gondor 
CL) 364 Aragorn, Driven by Need 


(1) 275 Gorgoroth Pillager 
(J 276 Gorgoroth Ransacker 
(J 277 Gorgoroth Sapper 
CJ 278 Gorgoroth Soldier 
CL) 279 Gorgoroth Troop 

LC) 149 Great Beasts 

L) 99 Great Gate 


C] 142 Easterling Blademaster 
CJ 143 Easterling Footman 

C} 144 Easterling Ransacker 
CL] 145 Easterling Regiment 

(J 146 Easterling Sergeant 

L) 147 Easterling Veteran 

CL) 34 Echoes of Valinor 

8 

LJ 330 Edoras Hall 

C) 224 Elfhelm, Marshal of Rohan 
CJ 225 Elite Rider 

) 21° Elrond, Elven Lord 

CL) 268 Encirclement 

Cl 226 Enraged Horseman 

C) 227 Eomer, Skilled Tactician 
CL) 365 Eomer, Valiant Warchief 
CJ 228 Eowyn, Dernhelm 

9 

CL} 229 Eowyn, Restless Maiden 
[1 230 Eowyn’s Sword, Dernhelm’s Blade 
C1) 90 Faramir, Stout Captain 
1 91 Faramir, Wizard’s Pupil 
(0 57. Fat One Wants It 

() 177 Feel His Blade 

[J 231 Fey He Seemed 

CL] 148 Fierce in Despair 

CJ 232  Firefoot, Eomer’s Steed 


14 

C) 280 Great Peril of Fire 

CL] 281 Great Siege-towers 

CL) 100 Greatest Stronghold 

CL) 233 Grimbold, Marshal of Rohan 
[J] 101 Guarded 

C) 234 Guarded Fastness 

CL) 235 Guthlaf, Herald 

C1) 339 Hall of the Kings 

(1) 150 Harsh Tongues 

15 

CJ 102 Hasty Repairs 

CJ 361 Haunted Pass 

C) 40 Have Patience 

[J 103 Hearts Raised 

(J) 60 Heavy Burden 

[J 181 Held Ground 

CJ 236 Herugrim, Sword of the Mark 
C} 104 Hidden Knowledge 

() 237 His Golden Shield 


2 

CL) 264 Army of Udin 

C) 16 Arwen, Fair Elf Maiden 

(J 17 Asfaloth, Elven Steed 

[J 3. Battle Tested 

(1) 338 Beacon of Minas Tirith 

L] 265 Besieging Pike 

[J 129 Bold Men and Grim 

(J) 18 Bow of the Galadhrim, 
Gift of Galadriel 

CL) 266 Breached 


() 4 Calculated Risk 

11 174 Called 

() 53 Captured by the Ring 
CJ) 19 Careful Study 

C1 82 Cirion 

[) 33 Citadel to Gate 

CL) 344 City Gates 

L) 83 City of Men 

() 54 Clever Hobbits 10 
LJ 269 Fires Raged Unchecked 

[) 92 First Level 

[J 35 Fool's Hope 

CL) 93 Footman’s Armor 

(0 178 Foul Clutches 

CJ 317 Frodo, Hope of Free Peoples 
[) 318 Frodo, Wicked Masster! 

(1 36 Gandalf, Defender of the West 
CL) 37 Gandalf, Manager of Wizards 


16 

1) 319 Hobbit Sword 

CL] 61 Hobbitses Are Dead 
LC] 22 Hope Comes 

C) 282 Host of Uddin 

CJ 151 Hosts Still Unfought 
[J] 105 1! Will Go 

CJ) 106 Ingold 

[) 41. Intimidate 

[) 23 Into the West 


17 


(1 175 Corrupt 

CL] 356 Cross Roads 

L] 84 Dagger Strike 

CJ) 360 Dagorlad 

CJ 130 Dark Tidings 

() 5. Dark Ways 

[1] 55 Days Growing Dark 
CL) 223 Death They Cried 
(J) 20 Defiance 

C) 38 Gandalf's Staff, Focus of Power 


5 

C1 85  Denethor, Steward of the City 0 179 Ghastly Host CO) 107 _Iorlas 
1 86  Denethor, Wizened Steward 6 Gimli, Faithful Companion O) 331 Isengard Ruined 
1) 222 Déor 7 Gimli, Feared Axeman CO 62 It's Mine 

C) 87  Derufin 8 Gimli’s Armor () 42 King’s Advisor 


C1) 335 King’s Tent 

[J 108 Knight's Sword 

(J 238 Knights of His House 

() 24 Leaving Forever 

CJ 283 Legions of Morgul 

18 

C) 25 Legolas, Fearless Marksman 
C) 26 Legolas, Nimble Warrior 
CJ 239 Léowyn 

CL) 63 Let Her Deal With Them 
CJ 43 Light the Beacons 

CJ 182 Loathsome 

(1 109 Long Prepared 

CL) 240 Long Spear 

(J 10 Loyalty Unshaken 


[) 88  Dervorin 

CL] 131 Desert Fighter 
[J 132 Desert Nomad 
CJ 133 Desert Runner 
C) 134 Desert Scout 


O 

O 

O 

(J 9 Gimli’s Battle Axe, 
Trusted Weapon 

C) 39 Glamdring, Elven Blade 

C) 58 Gollum, Plotting Deceiver 

CL) 59 Gollum, Vile Creature 

12 

CJ 

O 

i) 

C] 

O 


6 

CJ 135 Desert Sneak 

CL] 137 Desert Spearman 

L] 136 Desert Vigilante 

CJ) 138 Desert Villain 

(1 267 Din of Arms 

[1 176 Disposable Servants 
CJ 329 Dunharrow Plateau 
C] 89 Duty of Two 

CL] 139 Easterling Aggressor 


94 Gondor Bow 
95 Gondor Still Stands 
96 Gondorian Captain 
97 Gondorian Merchant 
98 Gondorian Sword 
LJ 180 Gorbag, Lieutenant of Cirith Ungol 
(J 270 Gorgoroth Attacker 
(J 271 Gorgoroth Axeman 
LJ 272 Gorgoroth Engineer 


SHSoroe oo coepSe soo monet oOSCSoce SHoerm eee. a> TOC o a ey SOSoOR mec OO 
OOOOOOOOO OOOOOOOOO OOOOOOOOO OOOOOOOOO OO OOOOOOO OOOOOOOOO 
Sfexnevso sO. Saas CDOs s2oOBoCe Con Sao r ato. Seo Hee yw 
SOCIO spo - aoe aon aa oe neon ooo SIC Grey 
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DBOODDORE Cobo DOG onOto BeOOGOOOE POBOoogonD sBboOoonpooo 


C =Common Uz=Uncommon R=Rare X= Fixed 
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Card name 


Madril, Faramir’s Aide 
Man the Walls 

Merry, Rohirrim Squire 
Merry, Swordthain 
Merry’s Armor 

Merry’s Sword 

Minas Tirith Fifth Circle 
Minas Tirith First Circle 
Minas Tirith Fourth Circle 


Minas Tirith Second Circle 
Minas Tirith Seventh Circle 
Minas Tirith Sixth Circle 
Minas Tirith Third Circle 
Mind and Body 

Mirkwood Bowman 
Moment of Respite 
Mordor Assassin 

Mordor Defender 


Mordor Fighter 
Mordor Guard 
Mordor Regular 
Mordor Savage 
Mordor Soldier 
Mordor Trooper 
Mordor Veteran 
Mordor Warrior 
More Unbearable 


Morgul Answers 
Morgul Axe 

Morgul Brawler 
Morgul Brute 
Morgul Cur 

Morgul Destroyer 
Morgul Detachment 
Morgul Hound 
Morgul Lackey 


Morgul Mongrel 
Morgul on the March 
Morgul Predator 
Morgul Regiment 
Morgul Ruffian 
Morgul Soldier 
Morgul Spawn 
Morgul Spearman 
Morgul Vale 


Morgul Whelp 
Morgulduin 

Morning Came 
Mamak Commander 
Mamakil of the Harad 
Mustering for Battle 
Narchost 

Nasty 

NazgGl Scimitar 


Never 

New Strength Came Now 
No Safe Places 

Noble Intentions 

Noble Leaders 

Northern Ithilien 
Numenor’s Pride 

Orc Archer Troop 

Orc Assault Band 


Orc Brood 
Orc Butcher 
Orc Chaser 
Orc Destroyer 
Orc Fanatic 
Orc Marauder 
Orc Officer 
Orc Pursuer 


Rarity 
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Rec. # Card name 


OC) 304 
27 


L) 305 


C= 


Get checklists for 130 more CCGs just like this in the 
Scrye CCG Checklist & Price Guide, Second Edition! 


Rarity Foi 
Orc Rager C CJ 
Orc Savage 
Orc Seeker 
Orc Stalker 


Osgiliath Crossing 
Osgiliath Fallen 

Out of Darkness 

Out of Sight and Shot 
Peace of Mind 
Pelennor Flat 


Pelennor Grassland 

Pelennor Plain 

Pippin, Sworn to Service 

Pippin, Wearer of Black and Silver 
Pippin’s Armor 

Pippin’s Sword 

Plotting 

Preparations 

Pressing On 


Put Forth His Strength 
Raider Bow 

Raider Halberd 

Rally the Host 

Ranger of Minas Tirith 
Ranger of Osgiliath 
Reckless Counter 
Reckless Pride 

Red Wrath 


Riding Armor 
Rohirrim Camp 
Rohirrim Guard 
Rohirrim Herdsman 
Rohirrim Javelin 
Rohirrim Road 
Rope and Winch 
Rout 

Ruined Capitol 


Sam, Needer of Vittles 
Sam, Resolute Halfling 
Sauron’s Hatred 
Scouting 

Second Level 

Secret Paths 

Seeking New Foes 
Serving the Precious 
Seventh Level 


Shadow Between 
Sharpen Your Swords 
Siege Commander 
Siegecraft 

Slag Mounds 

Slaked Thirsts 
Sleeping Quarters 
Slow-kindled Courage 
Small Hope 


Sméagol, Always Helps 
Sméagol, Hurried Guide 
Sneaking! 

Snowmane 

So Polite 

Some Secret Art of Flame 
Southron Bandit 
Southron Brigand 
Southron Captain 


Southron Chieftain 
Southron Conqueror 
Southron Intruder 
Southron Leader 
Southron Marksmen 
Southron Thief 
Stand to Arms 
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U = Uncommon 
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Look for prices for this newest 
Lord of the Rings CCG set in 


Card name 


Stay This Madness 
Steadfast Champion 


Steps of Edoras 

Stern People 

Still Needed 

Stout Resistance 

Strong and Old 

Strong Arms 

Stronghold of Cirith Ungol 
Stronghold of Minas Morgul 
Support of the City 


Surging Up 

Suzerain of Harad 
Sweeter Meats 

Swift Steed 

Targon 

Terrible and Evil 

The Board Is Set 

The Dead City 

The One Ring, 

Such a Weight to Carry 


The One Ring, The Ruling Ring 


The Witch-king, Morgul King 
Their Power Is in Terror 
Théoden, Leader of Spears 
Théoden, Rekindled King 
There Came a Cry 

They Sang as They Slew 
Third Level 

Thrice Outnumbered 


Too Late 

Tower of Ecthelion 

Tower Walkway 

Troop of Haradrim 

Troop Tower 

Ulairé Attéa, Wraith on Wings 


Rarity 
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Ulairé Cantéa, Faster Than Winds R 
Ulairé Enquéa, Faster Than Winds U 
Ulairé Lemenya, Assailing Minion R 


Ulairé Lemenya, Wraith on Wings U 


Ulairé Nelya, Assailing Minion 


R 


Ulairé Nelya, Black-Mantled Wraith U 
Ulairé Nertéa, Black-Mantled Wraith U 
Ulairé Otséa, Black-Mantled Wraith U 
Ulairé Toldéa, Wraith on Wings R 


Uncertain Paths 
Undaunted 
Unexpected Visitor 


Very Nice Friends 
Veteran Horseman 
Vorondil 

War Long Planned 
War Towers 

We Hates Them 
West Road 

Where Shall We Go 
While We Yet Live 


White Hot Fury 

Wind in His Face 
Windfola 

With Strength to Fight 
Wizard Staff 
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upcoming issues of Scrye magazine, 
available every month at the store 


where you bought this magazine! 


X = Fixed 


The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 


The Lord of the Rings 


Tradeable Miniatures Game 

Sabertooth Games ® Released October 25, 2003 

125 figures ¢ IDENTIFIER: ‘BS’ next to collector’s number 

e Starter packs contain 8 figures, dice, and map ® Booster packs contain 4 figures 


Fixed heros are marked as promos, but are only available in starter 
packs. 





# Figure name Color Pts. Sie Type Rarity # Figure name Color Pts. SIDE TYPE Rarity 
LC) PRO16 Aragorn White 290 Good Hero X [1 BS116 Merry Red 205 Good Hero R 
CL) BS097 Aragorn Orange 295 Good Hero U = () BS004 Moria Goblin Archer Orange 25 Evil Minion C 
CL) BS098 Aragorn Red 400 Good Hero UR [J BS005 Moria Goblin Archer Red 40 Evil Minion U 
C} BSO99 Arwen Orange 200 Good Hero R © BS006 Moria Goblin Archer Purple 50 Evil Minion R 
CL) BS100 Arwen Red 470 Good Hero R = () BS043 Moria Goblin Champion Orange 150 Evil Hero R 
CL) BS101 Boromir Orange 270 Good Hero R (© BS044 Moria Goblin Champion Red 395 Evil Hero UR 
CL) BS102 Boromir Red 380 Good Hero R = ©) BS010 Moria Goblin Warrior Orange 20 Evil Minion C 
C) BS022 Cirith Ungol Uruk-hai Orange 40 Evil Minion C  ([) BSO011 Moria Goblin Warrior Red 30 Evil Minion U 
C) BS023 Cirith Ungol Uruk-hai Red 60 Evil Minion R  [) BS012 Moria Goblin Warrior Purple 55 Evil Minion R 
LC) BS024 Cirith Ungol Uruk-hai Purple 80 Evil Minion R = () BS045 Nazgul Orange 85 Evil Hero U 
CL) BS001 Easterling Spearman Orange 30 Evil Minion C  () PROOG Nazgul White 200 Evil Hero X 
C) BS002 Easterling Spearman Red 45 Evil Minion U  [) BS046 Nazgul Red 205 ~—s Evil Hero R 
(J BS003 Easterling Spearman Purple 55 Evil Minion R ~ () BS047 Nazgul Purple 305 Evil Hero R 
CJ BS103 Elrond Orange 275 Good Hero R (© BS013 Orc Archer Orange 35 Evil Minion C 
C) BS104 Elrond Red 495 Good Hero UR  () BS014 Orc Archer Red 50 _—sEvvill Minion U 
C) BS105 Eowyn Orange 175 Good Hero R (© BS015 Orc Archer Purple 65 Evil Minion R 
(1) BS106 Eowyn Red 330 Good Hero R =) BS048 Orc Overseer Orange 190 Evil Hero U 
CL) BS107 Frodo Orange 0 Good Hero U © BS049 Orc Overseer Red 310 Evil Hero R 
C) PRO18 Frodo White 15 Good Hero X © BS016 Orc Spearman Orange 35 Evil Minion XC 
C} BS108 Frodo Red 120 Good Hero UR () BSO017 Orc Spearman Red 50 Evil Minion U 
CL) PRO21 Frodo wearing The One Ring White 0 Good _ Hero X ~ () BS018 Orc Spearman Purple 60 Evil Minion R 
CL) BS109 Gandalf the Grey Orange 265 Good Hero R © BS019 Orc Warrior Orange 30 Evil Minion C 
() BS110 Gandalf the Grey Red 680 Good Hero UR (©) BS020 Orc Warrior Red 40 Evil Minion U 
C) BS111 Gimli Orange 245 Good Hero R (© BS021 Orc Warrior Purple 60 Evil Minion R 
C) BS112 Gimli Red 480 Good Hero UR () BS117 Pippin Orange 110 Good Hero U 
CL) BS061 Gondorian Archer Orange 35 Good Minion C  [) BS118 Pippin Red 245 Good Hero R 
CL) BS062 Gondorian Archer Red 50 Good Minion U  () BS050 Ringwraith Orange 95 Evil Hero R 
CJ BS063 Gondorian Archer Purple 70 Good Minion R  [() BS051 Ringwraith Red 140s Evil Hero R 
(] BS067 Gondorian Ranger Orange 40 Good Minion C  ([) BS052 Ringwraith Purple 265 Evil Hero UR 
CL] BS068 Gondorian Ranger Red 50 Good Minion U  [() BS073 Rohirrim Archer Orange 35 Good Minion C 
C) BSO69 Gondorian Ranger Purple 60 Good Minion R ~ [() BS074 Rohirrim Archer Red 50 Good Minion U 
CL) BSO70 Gondorian Warrior Orange 25 Good Minion C [J BS075 Rohirrim Archer Purple 60 Good Minion R 
(1) BS071 Gondorian Warrior Red 40 Good Minion U  [) BS085 Rohirrim Royal Guard Orange 40 Good Minion C 
LJ BS072 Gondorian Warrior Purple 50 Good Minion R  [() BSO86 Rohirrim Royal Guard Red 50 Good Minion U 
C) BS037 Grima Wormtongue Orange 130 Evil Hero R (© BSO087 Rohirrim Royal Guard Purple 65 Good Minion R 
C) BS038 Grima Wormtongue Red 230_—s vill Hero UR [J BS119 Sam Orange 100 Good Hero U 
C) BS039 Grishnakh Orange 120 Evil Hero U © BS120 Sam Red 215 Good Hero R 
CJ) BS040 Grishnakh Red 240 Evil Hero R (©) BS053 Saruman Orange 230 Evil Hero R 
[) BS064 Guard of the Fountain Court Orange 30 Good Minion C (J BS054 Saruman Red 600 _—_—Evil Hero UR 
CL) BSO65 Guard of the Fountain Court Red 50 Good Minion U  () BS055 Ugluk Orange 295 Evil Hero U 
CL] BSO66 Guard of the Fountain Court Purple 65 Good Minion R  [() BS056 Ugluk Red 400 Evil Hero R 
C) BS007 Haradrim Warrior Orange 55 Evil Minion C  [) BS028 Uruk-hai Archer Orange 50 Evil Minion C 
() BS008 Haradrim Warrior Red 70 Evil Minion U = () BS029 Uruk-hai Archer Red 60 Evil Minion U 
CJ BSOO9 Haradrim Warrior Purple 80 Evil Minion R ~ () BSO30 Uruk-hai Archer Purple 80 Evil Minion R 
[1 BS076 High Elf Archer Orange 40 Good Minion C [) BS031 Uruk-hai Berzerker Orange 50 Evil Minion C 
C) BS077 High Elf Archer Red 60 Good Minion U  () BS032 Uruk-hai Berzerker Red 65 Evil Minion U 
C) BS078 High Elf Archer Purple 75 Good Minion R  () BSO33 Uruk-hai Berzerker Purple 75 Evil Minion R 
LC) BS079 High Elf Spearman Orange 40 Good Minion XC () BSO57 Uruk-hai Champion Orange 180 Evil Hero U 
C) BS080 High Elf Spearman Red 60 Good Minion R  () BS058 Uruk-hai Champion Red 375 Evil —_ Hero R 
LJ BS081 High Elf Spearman Purple 75 Good Minion R  () BS034 Uruk-hai Scout Orange 35 Evil Minion C 
CL] BS082 High Elf Warrior Orange 30 Good Minion C  [) BS035 Uruk-hai Scout Red 45 Evil Minion U 
CL) BS083 High Elf Warrior Red 40 Good Minion U (J BS036 Uruk-hai Scout Purple 65 Evil Minion R 
CL) BS084 High Elf Warrior Purple 60 Good Minion R  () BSO25 Uruk-hai Warrior Orange 30 Evil Minion XC 
CL] BS113 Legolas Orange 295 Good Hero R © BS026 Uruk-hai Warrior Red 45 Evil Minion U 
C) BS114 Legolas Red 485 Good Hero UR  () BS027 Uruk-hai Warrior Purple 60 Evil Minion R 
CJ BS091 Lothlorien Elf Archer Orange 55 Good Minion XC  [) BSO88 Warrior of Rohan Orange 30 Good Minion C 
CJ BS092 Lothlorien Elf Archer Red 65 Good Minion U — [() BS089 Warrior of Rohan Red 50 Good Minion U 
LJ BS093 Lothlorien Elf Archer Purple 85 Good Minion R  [() BS090 Warrior of Rohan Purple 60 Good Minion R 
CL) BS094 Lothlorien Elf Ranger Orange 50 Good Minion C  ([) BS059 Witch King Orange 265 Evil Hero R 
(J BS095 Lothlorien Elf Ranger Red 60 Good Minion U  [() BS060 Witch King Red 520 ~—s Evil Hero UR 
(J BS096 Lothlorien Elf Ranger Purple 80 Good Minion R : ; ; ; 
O PROO4 Lurtz White 135 Evil Hero X Look for prices for these Lord of the Rings figures in 
CL) BS041 Lurtz Orange 145 Evil Hero R inn i i F 
Rabe lot A Sg SY cate arse aera ; upcoming issues of Scrye magazine, available every 


U , ‘ 
0 BS115 Merry Orange 100 Good Hero U month at the store where you bought this magazine! 
C=Common U=Uncommon R=Rare UR = Ultra Rare’ X = Fixed 
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BURIED TREASURES: 


MIDDLE-EARTH: THE WIZARDS 


While the games based on Peter 
Jackson's take on J.R.R. Tolkien’s The 
Lord of the Rings trilogy have been flying 
off of store shelves, Middle-earth has 
been a part of card gaming since 
almost the very beginning. In fact, 
Decipher’s The Lord of the Rings game 
is the second CCG featuring our ; characters, load them 
favorite hobbits. : ell tees ee UP with gear, and 

In 1995, Iron Crown Enterprises Ht Spec = Wid. heouns.., i send them traipsing 
released Middle-earth: The Wizards. To | around Middle-earth. 
earn the loyalty of fantasy fans, I.C.E. Even for players with 
tried to stick as closely as they could little or no knowledge 
to the books, including the extended of Middle-earth, the 
works of Professor Tolkien. Each game presented a 
player represents one of the five cohesive setting. It also 
mighty wizards of Middle-earth (Gandalf, included a small map 
Saruman, Radagast, Alatar, or Pallando), and Called automatically. In effect, there are ¢ Middle-earth to help you figure out 
your character cards form a company two ways for you to force the Council, where exactly your party was traveling. 
embarked a quest to save Middle-earth. but both give your opponent a chance to | ¢ &. produced lots of strategy books 
You use site cards to show where your pass you at the last instant. | and other material (like dice and larger 
party is going, and, using the terrain The second victory condition is a lot maps) to supplement the game 


the “droid syn- 
drome.” Thankfully, 
Decipher seems to 
have learned from 
earlier mistakes. 
Even so, players 
were generally able 
to get their hands on 
some interesting 


a, 
_ 


























MOUNT Doom 


keys (such as wilderness, shadow-land, more difficult, but provides an instant The Wizards core set had 484 cards. 
and so on) on the site cards, your oppo- Win. If your characters manage to get quickly sold through, and was followed 
nents can play hazards against you, their hands on The One Ring, transport by an unlimited edition. Then came The 
representing everything from bad weath- the card to the Mount Doom site, and Dragons expansion (180 cards), Dark 
er to dragon attacks. If you defeat the then play a certain combination of _ Minions (180 cards), The Lidless Eye 
hazards, you can loot the location for cards, you have destroyed The One Ring (417 cards), Against the Shadow (170 
treasure and gear. Basically, it’s a game | 2d you win the game. The problems cards), The White Hand (122 cards), and 
of building a bigger army than your with this scenario are manifold. First, The Balrog (104 cards). 
opponent, even though you're never The One Ring is the hardest card to get The proliferation of cards caused a 
going to fight him. in the game. Collectors have been seen —_1¢ of problems. In no time at all, I.C.E. 

There are two ways to win. The first pening cases (not boxes — cases) to had used up all of their source material 
is to acquire the most Marshaling hunt for a copy of this card. Second, in the trilogy (and The Hobbit). When 
Points, representing the building of fac- Playing the card can only be done after the designers couldn’t add new story, 
tions and forces that occurs in the trilo- | 4 Multi-card combo and a successful they added new rules. Tacking new 
gy of books. When the Free Council is roll of the dice. Third, The One Ring cor- — ,echanics on to what had been a very 
called at the end of the game, the player UPts your characters, so they're likely elegant system turned into a disaster. 
with the most MPs wins, and his or her _t© drop like flies, assuming the trip to Every expansion came with a new set of 
wizard gets to lead the fight against Mount Doom doesn't kill them. Even rules to learn, some of which made little 
Sauron (or wimp out, in the case of those players who can get a copy of The or no sense compared to the original 
Saruman). This is the surest way to win One Ring don't often try this route. set. By the end, the game had become 
the game. __ While The One Ring was hard to get, —_ hopelessly confused. 

The Free Council occurs at one of it wasn't the only shy card. As Middle- All grousing aside, Middle-earth had 
three points. If you have 20 MPs, earth covered all of some neat mechanics. It still commands 



















Tolkien’s books, a Tolkien 
fan could build a party of 
the Fellowship or of The 
Hobbit’s Thorin and his 


you may call for a 
Council at the end of 
your turn, but your 
opponent gets one 
last turn to outscore 
you. When you've 
drawn all the way 
through your deck, 
you may call the 
Council at the end of 
your turn, but again, 
your opponent gets one 
last turn to outscore 


around $20-30 per box, a bit high for a 
game long gone, but if you're a fan who 
missed it the first time, give it a try. 
With the quality of the art, it could be a 
Dwarf friends, but only if good spies oad just to collect a set and 
you could find them. stare at it. For the sake of playing the 
They weren't all rare, but game, though, start with the base set. If 
in a 400+ card set, Mia you can find them, pick up some of the 
the uncommons are still tuned Challenge Decks. They supply a 
awiully hard to ages by. Jot of the base cards without having to 
There \ ier certainly a lot buy a lot of product. Then move slowly 
of fan discontent about into the expansions. Feel free to pick 
the difficulties of build- ang choose which of the added mechan- 
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decks, the Council is ee Star Wars game had The One Ring. 
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ont let this vital vault of game knowledge go unopened. 
Start your SC RYE subscription today. Just $29.98 brings you the next 12 big 


issues (1 year), packed with brand-new, tournament-winning strategies, information on new 


» 
on 


j 


a 
: , 
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games and expansions, and the latest on games in development. PLUS. you'll find special 
tips on Duilding better decks and starting one from scratch, Current prices 
on cards from a variety of sets, the MOSt FeCeNt banned or restricted cards, anda 


built-in marketplace of advertisers that can help you get the cards you need. 


To place a credit card order call 
mention offer ABBA9J Mon.-Fri. 7am-8pm ¢ Sat. 8am-2pm, CST 


return with check or money order to: 


SCRYE otter apaagu 


700 E. State St., lola, WI 54990-0001 


Write for non U.S. rates 


QO Yes! Send me 12 ISSUES (1 year) of SCRYE for just $29.98 
Q) Yes! Send me 24 ISSUES (2 years) of SCRYE for just $55.98 


©) Check or Money Order Enclosed (payable to SCRYE) UO) Mastercard UO VISA UO Discover/Novus © American Express 
Card No Exp. Date Yr 
Signature 
-, Name 
\\ Address 
State Zip 
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THE BATILE FOR MIDDLE-EARTH 


Q 


IS ABOUT TO BEGIN. 


. 





Take command of the armies of Middle-earth this Fall! 
This fast-paced game uses expertly pre-painted figures 
and the intuitive Combat Hex™ rules system to deliver the 
excitement of New Line Cinema’s The Lord of the Rings 
movies right out of the box. All the information you need 
to play appears right on the base of each figure! 


The Lord of the Rings TMG Starter contains eight 
40mm scale figures—including Frodo, Aragorn, Lurtz, 


www.sabertoothgames.com 


and a Ringwraith— one full-color two sided hex play map 
(608mm x 687mm), a rulebook, and 4 Battle Dice. 


Supplement your forces with additional figures found in 
randomly assorted booster packs of The Lord of the Rings 
Tradeable Miniatures Game. 


“THE BOARD IS SET, THE. PIECES ARE MOVING. 
WE COME TO IT AT LAST - THE GREAT BATTLE OF 


OUR TIME.” — Gandalf 
Visit: www.lordoftherings.net 
fx America Online Keyword: NEWS IF NOUN Fo VPA 





© MMIII New Line Productions, Inc. All Rights Reserved. “The Lord of the Rings” and the names of the characters, items, events and places therein are trademarks of The Saul Zaentz Company d/b/a Tolkien Enterprises 
under license to New Line Productions, Inc. Sabertooth Games, the Sabertooth Games logo, Combat Hex, and the Combat Hex logo are trademarks of Sabertooth Games, Inc. Game system © Sabertooth Games Inc. 2003. 
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